DIEHARD 



MUUUft FIGHTER RtWUX 




















Feel the heat of the Knight! 

When Hr. treeie puts Mam City on ice, 
Batman and Min answer the call. 
With a mix of sharp-shooting and 
intense action, it's like two games in one! 


Madness marches on! 

Exploding rabbits, terrorist teacups and killer 
coffee pots mean Had Hatter mkarA is 
full-and you better watch your back before you 
get done in by another nasty knickknack! 


Co ballistic! Battle huge bosses including The Joker, 
Had Hatter, Two-Care and the chilling Hr frees 
before Mam City becomes Ice Cube Central I 


Enter a new dimension! Awesome original animation 
lets you run a gauntlet of 3-D rotating and scaling sprites... 
then team up and double the intensity in Z-player mode! 


Visit the Sega Worldwide Web Site for more information at http://w WW M 












tack the deck, but Batman's ready to cut the cards! 


Start chillin'! 

Mr. Freeze wants Batman iced, but tbe 
Dark Knight has bis own plans for 
turning up the beat in Gotham City! 


Command the airwaves! Take on Tweedledee on 
tbe scaffolding of a television studio. Film at III 


Visit the Sega Worldwide Web! 


rmation at http://www.segaoa.com 



































HTarp into the comix zone 

WITH ALL THE ACTION AND ADVENTURE 
OF YOUR FAVORIJE COMICS! 


/TIP UP THE PAGE 

WITH SUPERHERO POWER-UPS AND 
TONS OF INTENSE FIGHTING MOVES. 


Coivibx Zone and prepare 

FOR THE FIRST TRULY INTERACTIVE COMIC BOOK EVER! TEAR INTO A 
POST-PUNK COMIC WORLD OF YOUR OWN CREATION, WHERE ONLY YOU 
CAN FIGHT YOUR WAY OUT IF YOU’RE LOOKING FOR HARDCORE ACTION 
AND REAL COMIC BOOK THRILLS, THIS IS WHERE YOU DRAW THE LINE! 


Sharpen your fighting skills I 

TO DEFEAT MUTANT ENEMIES DRAWN IN 
BY MORTUS, PUBLIC ENEMY NO. 1 I 


tataMi hof StM j g)I M5 SE6A Bo)i 


F- ^ 


Rattle panel by panel 

THROUGH FULL (LOMIC BOOK PAGES 
DRAWN BY REAL COMIC BOOK ARTISTS! 

/ / \ J // y m j : 





































Saddle up. 'Cause at dawn you ride 
the ClS&tll pony. And it's gonna he 
pure neck-snapping, retina-tearing 

speed! You see, SdLar Eclipse’" 

boasts third generation 3D technology 
for the highest frame rate ever. That means 

tent-pitching VSlOClty for our latest space 
combat n' carnage conventipn. But hey, it's more 
than some cosmic Sp8©d trip. Your mission's 
to battle a computer gone HAL—with all the 
high-tech weaponry your top gunW@t (3X8010 
can handle. And where are you dancin’ 
this metallic lambada? On the new 
Sega Saturn" , of course. Oh yeah, you'll be 
smokin' mister. But don't bother cracking a 
window. It's 52-bits of solar 
windbum out there. 


IE 


L, 

DYNAMIC! 
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Comes With More Rude Smells 
Than The Ol’ Pull My Finger Joke. 



You’ve never 
seen or smelled a 
| Role-Playing Game 
like this! • Shortly after 
the government tries to cover up a sudden 
outbreak of criminal 
behavior all over the 
world, a “horrific meteor 
shower’ ’ and hordes of ne monsters aKnX ^ only on 

can reek Maybe one of your friends 

reeking, belching mon- boiled off some bad air. 

sters turn up. • You'll travel to different towns, 
across new worlds, and through time to face 
Giygas, the evil, time-traveling alien who is to 
blame for all the mess. Each EarthBound Game 
Pak comes with a free 128-page Player’s 



Guide loaded with info about where 
the best grub is, who to 
hang with, and what; 
need to avoid. Keep it 
nearby though, because 
the lowdown on all those heinous monsters will 
come in quite handy. If they get too close, open a 
window fast, because some of 'em are more than 
ripe. • But the adventure 
doesn’t start until you do. 
Grab some air freshener 



is 


„ , , and start sniffing around for 

•ut your allowance for a burger ° 


or slice of pepperoni pizza wt 



an EarthBound Game Pak. 


It's the first Role-Playing Game that stinks. 


CNintendd) 


























TOP TEN 


1. Donkey Kong Country (SNES) 
2 NBA Jam T.E. (SNES) 

3 .'Final Fantasy in (» 


“WANTED 

)■ Killer Ihpk—. 




4, Mortal Kara a. - 

5. Earihworm Jim (Oenesisi 

6 Gex (300) 



First Prize: Your choice of a core 
SNES, GENESIS, or GAME GEAR. 


Second Prize: Your choice of one 
of the Picks of the Month in 
Viewpoint. Third Prize: A FREE 
year of Game Fan! 


Congratulations to the following 
winners of last month’s contest: 

First Prize: Michael Raaber Newtown Pi 
Second Prize: Ruben Vinalary McAllen, TX 
Third Prize: Scott Thayer Branch, AR 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet, on a piece ot 


GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301 
Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail 


postcard then send them td: 


.//// ' 
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Hope Springs Eternal. 


The incredible sequel to the best¬ 
selling SEGA-CD RPG of all time 
is coming to your SEGA-CD™ this 
Summer! 


dES AND ACCESSORIES-Win 1 
S SEALTO-BE SUREailAT,TllEy 
•CpMi>ATIBLE'WrrnTjrt^EGA'^ 
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IN CASE YOU ARE NEW TO THE 


KNOW THAT WE REVIEW GAMES 
IN COMPARISON TO OTHER GAMES 
ON THEIR RESPECTIVE PLAT¬ 
FORMS. ALSO, EACH GAME 
SHOWN IS REVIEWED IN DEPTH 
WITHIN THE ISSUE. SO YOU GET 
FOUR POINTS OF VIEW. 


"I gravitate towards Japanese RPGs, 


S characters in the US. and Sega box 
art. I’m not too hi 
and I hate FMV. I'l 


ASTAL • SATURN • SEGA • ACTION/ADVENTURE • 1 PLAYER 


“I'm a big tan ol coin-op lighting 
games, RPG's, shooters, and 
action games. While an occasion¬ 
al racing or ’Doom'- style game 
will interest me, I try to stick to 
the traditional 2-0 stull. FMV, digi¬ 
tized characters and low-res 3-D 
textured polygons know its a good 
idea to stay away Irom K.LEE. 
Music is king". ^ LEE 



(behind Panzer) is Aslal. While it 
certainly isn't the best-playing plat¬ 
form game ever made, it's without 
a doubt my favorite. I’d have to 
agree with E.Storm in saying that 
Astal has the best hand-drawn 
graphics ever seen in a video 
game... the visuals alone are worth 
the admission price. Unfortunately, 

GRAPHICS 10 

music g 

CONTROL 9 

PLAY MECH 7 

ORIGINALITY 8 

game has no peers, home or 
arcade. One look at the artwork in 
Astal, and 1 began wondering it 1 
was worthy of this game. The char¬ 
acter animation redelines smooth¬ 
ness, the music is amazing and the 
special FX are so awe-inspiring. It 
that weren’t enough, Astal also has 

GRAPHICS 10 

MUSIC 10 

CONTROL 9 

PLAY MECH 9 

Astal sutlers Irom the 32-bit plague 
of obscenely short gameplay. Still, 
Astal is one of the five most enjoy¬ 
able 32-bit games yet. 

94 

great play mechanics and perfect 
control to boot. Although it's a little 
too short of a game. Astal is still 
very satisfying. A legend is born. 

97 


GRAN CHASER * SATURN • SEGA • RAC1NG/C0MBAT • 1-2 PLAYER 



Although GC is (airly easy to beat in 
story mode, 1 don’t feel it hurt the 

GRAPHICS 9 

1 both love and hate Gran Chaser, the 
illustrious Nextech’s first Saturn title. 
What 1 love is the theme, the graphics, 

GRAPHICS 8 

I'm gonna have to start calling 
Sega's Saturn the “unique game" 

GRAPHICS 8 


sci-fi racing bliss-test is just a kick 
in the poop-chute to play, alone or 
vs. a friend. The graphics are 

MUSIC 7 

CONTROL 9 

the racing locales and the combat ele¬ 
ments ol the game. What 1 dislike is the 
extremely lloalv control (which is actu¬ 
ally a feature of the game design, not a 

MUSIC 7 

CONTROL 7 

Chaser is yet another imaginative 
title. While the music in GC is not 
very memorable and 1 do wish this 

MUSIC 6 

CONTROL 9 

4m1 v 

Daytona) and some of the locales 
must be seen to be believed. Race 


flaw... 1 just don't like it) and less-than- 
astounding 3-D. Sure, it's good, but 1 
know the Saturn and Nextech are capa¬ 


of any other major faults in this 
game. The unique speedboat-like 

ORIGINALITY 9 

Jm ill 

it, in beautiful surreal worlds. Duck 
into tunnels, and loft olf shear 

85 

ble of more. Gran Chaser's real strength 
lies in its extremely original design and 
the two-player split screen mode, a 

83 

fab, as are the 30 textured graphics 
in each level. Gran Chaser rewards 

88 

SEE REVIEW PG. 25 

drops... floating! Controlling hover- 
cralts is just too groovy. 

feature which ALL 32-bit racing games 
thus far have been curiously missing. 

the player that has quick reflexes 
and strategic thinking. A winner. 


BATTLE MONSTERS • SATURN • NAXAT • FIGHTING • 1-2 PLAYER 



& 

Now here's a game 1 can live 
without. Admittedly it’s pro¬ 
grammed masterfully and 
does have a place in many a 

GRAPHICS 7 

MUSIC 8 

Parodius is POWER. Not only is the 
series chock-full-o' legitimate shooting 
force hut non-stop hilarity and humor 
abound... in what other game can you 
play as a little dude riding a paper air- 

MUSIC 9 

All biases aside, Parodius is a great 
shooter. With bright pastel candy- 
land graphics, a huge array ol 
ships, plenty at powerups, wacky 

GRAPHICS 

MUSIC 

9 

8 

m V M 

shooters heart, but for me this 
game just screams ga-ga-goo- 

CONTROL 9 

PLAY MECH 7 

plane using a contraceptive device as a 
shield? Technically, the Saturn Parodius 
is a slight cut above the PlayStation ver¬ 

CONTROL 8 

PLAY MECH 7 

hilarity, how could you not love this 
game. Unless wacky, off-the-wall 

CONTROL 

PLAY MECH 

9 

9 

r, 

goo. It's as cute as a new born 
baby and 1 just can’t hang. The 
big mermaid with the bounc- 

ORIGINALITY 7 

sion in that it doesn't have to load the 
boss data. It you have both systems, gel 
the Saturn version, but the difference is 

ORIGINALITY 10 

games aren't your thing, there real¬ 
ly isn't anything bad about 

ORIGINALITY 

i 9 

i SEE REVIEW PG. 34 

ing bajongas was cool, but lit¬ 
tle else caught my interest. 1 
love shooters, but not this one. 

70 

extremely minimal. All in all, Gokuio 
Parodius Dal! is an arcade-nertect 
translation of two of the coolest and 
most unique games in shooting history. 

90 

Parodius. The bosses are very cool, 
there's very little slowdown and the 
control is pinpoint perfect. Konami 
does it again. 


0 



What you’re looking at here is 
of the best Jaguar games I've ever | 
played. So it's not a technologii 
masterpiece, but hey, it's fun 
heck to play! The graphics mil 
as well be real, and the control is I 
dead-on. PDR is long, has variable 


and never gels boring. I'll admit! 
I'm a sucker lor top-view drivers} 
but this game really deserves the 
praise. All 2 Jag owners should 
check this one out! 


85 


NICK ROX K. LEE 

POWER DR IVE RALLY • JAGUAR • TIME WARNER • 16 MEG • RACING • 1 PLAYER 


Power Drive Rally, in all of its| 
simplicity, may be one of the 
best Jaguar carts yet. While it 
doesn't break any new ground, 
it has two things going for it, big 
time; great gameplay and sharp, 
clear, realistic graphics. One 
I of warning, turn Mr. Brit 
co-pilot completely off! 
ly the option exists. While 
| your at it kill the music too. The 
Mini-Cooper burps 
in its own. 


80 


graphic detail ol the coin-op game, 
i additional bonus is this game's 
replay value. With (he built in power- 
oversteer car dynamics and Ibe pin¬ 
point control that makes it all possible, 
PDR captures all the addicliveness and 
all the fun you cnuld ever want in a dri- 


88 


m 


SEE REVIEW PG. 58 


KILLER INSTINCT • SNES • NINTENDO • 32 MEG • FIGHTING • 1-2 PLAYER 


Alter experiencing Kl in the 
arcade I never thought the 
SNES would even come close. 
Heck, I didn't think they’d 
even attempt it! I can't tell you 
how shocked I am at this 
games playability. Kl SNES 
plays as good as the coin-op! 
The graphics are noticeably 
lower resolution and some ol 
the goodies are absent, com¬ 
pared but overall, for the 
money, Kl SNES is a miracle! 


GRAPHICS 9 

Ido NOT like the Killer Instinct arcade 

game. It's 796-hit combos and ultra- graphics 8 

artificial look are just not things 1 can 

Nintendo and Rare once again bring us 
a game that should be impossible to do GRAPHICS 10 
on the SNES. Nintendo's 3.58MHz 

MUSIC 9 

PLAY MECH 9 

hang with. As an arcade translation, MUSIC 9 

however, the SNES Kl is as close to 

the original as can possibly be CONTROL 8 

achieved on 16-bit. The gameplay is 

intact but the graphics have sulfered ,L ™ « 

tremendously. While still beautiful (1 R 

guess) they lack the insane scaling 0 

slowdown machine that could, does a H0SIC 9 

fine job ol bringing the 64-bit arcade . 

experience home. Kl on the SNES has C0NTR0L 3 

amazing rendered graphics, awesome puy meck 9 

music and sound FX, all its big broth¬ 
er's tricks and fatalities, and ol course, ORIGINALITY 8 
all the combos that made the coin-op 

95 

and line-scrolling backgrounds of _ 

the arcade, but that's to be expected. 

It you like the arcade game, you'll ffH £ tyi 
have to have this... ‘cause it's the Si BJB 
only version that's available. w w 

game so lamous (or inlamous, depend- 
ing on who you speak to). II Nintendo 
can do this on 16-bit, imagine what the > 7 ) 

Ultra's gonna be like. Oy vay! ** 



SEE REVIEW PG. 60 


At first glance I said to myself, no 
way! These graphics are Just to graphics 
fruity. Then, taller much coaxing) I 
finally sat down with Earthbound for MUSIC 
awhile. I must say, this game has a l 
great story-line, lots ol humor, and is C0N ™ 1 1 
highly addicting. While I still main- puYKCN 
tain it will appeal most to younger 
players, I recommend Earthbound to originality 

anyone who enjoys an RPG lor con- _ 

tent over visual stimulation. I'm set 
on going all the way through EB, and 
given the cute graphics, that really 
says a lot for this game. 


85 


EarthBound is the most hilarious 
video game ever released in 
English. Don't let the cutesy, 
kiddy-looking graphics fool you... 
this game is lull of sophisticated 
humor... really! The art is pain, 
but this was the choice of the m.ECH 


EARTHBOUND • SNES • NINTENDO • 24 MEG • RPG • 1 PLAYER 

This game justifies the old adage “Don't 


going lor nostalgia. I really can't ORIGINALITY 10 


and plain joy of EB with 70 or so 
words of text, but rest assured, 
the purchase of EarthBound will 
leave you most satisfied. 



into this game, the more you get addicted 
to II. Earthbound is one of the most enjoy¬ 
able games I've come in contact with in a 


90 _ 

COMIX ZONE • GENESIS • SEGA 


| Talk about originality! Wow, I never | 
thought this idea would trai 
so well in to the game en 
ment. Comix Zone is one great 
Genesis game. The art is excellent, 
the animation silky smooth, and 
the gameplay is totally fresh and 
new. The music shocked me too, 
nice job! I think a Saturn sequel is 
an absolute must in Comix Zone's 
case. Sega must not let this killer 
new genre die. 16-bit gamers will 
be lovin' lite with this one! 


GRAPHICS 9 
MUSIC 8 
COHTROL 9 
PLAY MECH 9 
ORIGINALITY 10 

95 


me that has this much force... 
t, only Earthworm Jim has 
| entered this echelon ol gaming joy. 
CZ is an uncommonly original game! 
| that plays like a lighting/action game 
. The character is huge, ani- 
to perfection and has lighter- 
moves but he's in an action 


Couple this joy with non-linear play, 


90 


Zone has some of the most 
unique ideas I've ever seen in a 
video game. Between thej 
non liner gameplay, fantastic ani- 
t, cool music, and the “Why j 
didn't anyone think of (his before?' 
game presentation, Comic Zone is 
first class through and through. As 
is often the case with games of this 
alily, CZ is a bit ton short for my 
:ing. Then again, who would want 
game this good to ever 
Absolutely brilliant. 


^ SEE REVIEW PG. 70 
16 MEG • ACTION/ADV.^1 PLAYER 


MUSIC 8 

CONTROL 9 

PLAY MECH 9 

ORIGINALITY 10 


96 



SEE REVIEW PG. 78 


WORLD HEROES PERFECT • NEO GEO • SNK • 266 MEG • FIGHTING • 1-2 PLAYER 


World Heroes Perfect proves once 
again that the Neo-Geo is still a 

graphics 9 

I’ve alwavs liked the World Heroes 
games. While it certainly isn’t the 
best fighting game series ever, WH 

GRAPHICS 8 

has taken each ol their unique 
characters to the extreme with 
supers, and new animations 

CONTROL 9 

has a certain charm that I've always 
enjoyed. WH Jet was slightly disap¬ 
pointing because of its lack of new 
characters and speed, which is true ol 

CONTROL 8 

galore. The backgrounds are lush 
and colorful and the music kicks 
in traditional Geo form. 1 still pre¬ 

ORIGINALITY 8 

Perfect as well. This title makes up 
for it with guard drops, reversals, lull 
4-button gameplay and two extremely 

ORIGINALITY 6 

fer conventional side-view fight¬ 
ers over polygon puppets and WHP 
is a great one. A must have game 
when the Neo-GD hits this Fall. 

O 

O) 

coal new bosses as well as many new 
moves and regular attacks. While not 
a marked improvement over WH Jet 
or ever WH2, Perfect is a cause for 
much joy among Heroes Ians. 

86 






















0 rawf With 01iy QpnXrofter c \ 
‘Hand 0 o Where 

(^heaters ^Prosper... 


(Genesis) 

SECRET ASTEROIDS GAME: 

At the title screen, highlight 
“Password". Now enter 
C,C,A,C,A,A,C,A,C,A,C then, press st 
DEVIN SKILLMAN 
LEHIGH ACRES, FLORIDA 


(Saturn) 

DOUBLE UMA POWER!: 

Beat the game and enter 
the Endurance mode. Now 
you can play as Daytona 
UMA 2! (In Japanese, 
“UMA” means horse.) 

NO TIRES IN THE DEMO: 
Begin a game and enter the 
pit. Before the new tires are 
on and while the old tires 
are off, press A, B, C, and 
Start to reset the game. 

Now let the demo run. 

CAR SELECT: 

At the title screen hold 


pad along with L, R, C, Y. 
Once you have all the but- 
tons held down, press Start. 


LOOK MA’, 
A 10 TIRES! 


(Saturn) 

REFILL COMMANDS: 

Press and hold L and R on 
controller #1.Now on con¬ 
troller #2 press: for 
shield, for generator, 
for bullets, for weapon 
power up, to get the level 
i item, to load the map 
and Start to ship the level. 


(Saturn) 

999 MEN 

At the title 


Z,X,Y,Y,Y,Z. You’ll start the 
game with 999 lives in 
reserve. 

NATHAN HICKS 
FORTSCOTT, KANSAS 




(Genesis) 
INVINCIBILITY CODE: 

Go to the password screen. 
Enter the following code. 
BAA BAA CBC AA 

JOE ELGINDY 
ELGIN,ILL 


At options screen: 2,7,2,8,3,7 
(border flash) 

Single Frame Advance: 

During gameplay: pause,! or 3 to 
advance one frame at a time. 

Extra Fast Rotation: 

During gameplay: A+C while turning 

Repair During low energy warning: 

Hit yourself with a cruise missile. 
NICK FALBO 
EUGENE, OR 


INVINCIBILITY: L, L, R, R, Up, Down, Left, Right. 

EPISODE SELECT: Up, Up, Down, Down, Left, Right, Left, 

Right, X, Y, Z. 

UNLIMITED CONTINUES: Up, X, Right, Y, Down, Z, Left, Y, 

Up, X. 

EPISODE 0: Up, Up, Up, Down, Down, Down, Left, Right, Left, 

Right, Left, Right, L, R. 

POLYGON SEGA BABE: If you beat the game without dying, 
the Sega logo will turn into a Poly- babe. 

(SNES) 

You must enter these codes in the code hunt, then in the game if you want to 
INVISIBILITY - MENU, MENU, MENU, TURBO 
EARTHQUAKE - UP,UP,UP,TURBO 
“HERE BOY” (gives dog ball - RIGHT, DOWN, LEFT,TURBO 
TRANSFORM INTO BUGS BUNNY - MENU, TURBO,MENU,TURBO 
TRANSFORM INTO WILE E. COYOTE - MENU, TURBO, TURBO, MENU 
- PASS, MENU, PASS, MENU, PASS, MENU, TURBO 
GIMMIE THE BALL - TURBO, PASS, TURBO, MENU 
K-RAY VISION - LEFT, LEFT, MENU 
TRANSFORM TO SLYVESTER - TURBO, TURBO, TURBO, MENU 
SUPER BOOST - TURBO, TURBO, PASS, MENU 
SHORT FUSE BOMB - DOWN, DOWN, DOWN, MENU 
ROBOTRON - MENU, MENU, PASS, PASS, TURBO 
NIC WEBER CINCINNATI, OH 


(3D0) 

FLY ALL PLANES 

Enter the passcode Irom the options list. Now enter 
the first 3 letters corresponding to the level you want 
and then add this special code on the end: LQG-77K 
(Example) to get to the Arkansas stage with all of the 
ships enter: CCT-LQG-77K 

Here are the codes: UTAH-M79, ARIZ0NA-5KK, TEXAS- 
M57 GULF OF MEXICO-! AD, COLORADO-150, NEVADA- 
5UI, TENNESSEE-100, ARKANSAS-CCT, VIRGINIA-CC7, 
INDIANA-EW3. CALIFORNIA-ESO, PACIFIC OCEAN-EAT, 
FLORIDA KEYS-CUD, WASHINGTON D.C.-SAH 
GARRETT RAINEY 
ROSSVILLE, GEORGIA 


(Genesis) 

Enter these codes at the 


INFINITE LIVES 
BGLVS 

FULL AMMO AND WEAPONS 

BGWPNS 

INFINITE ENERGY 


(Jaguar) 

All these codes will work on the select level and 
mission screen. If the code works, you will hear a 


LEVEL SKIP - Press 2+A 


EXTRA LIVES (up to 9) - Press 3+6+9+# simultane- 


NIGHT MISSIONS - At anytime during gameplay press 
UP+A+B+C+7 simultaneously. 

CHRISTOPHER MORIN CHICOPEE, MA_ 


The Super Hocus Pocus Giveaway - Send in your 
bad, or ugly. We’ll choose one grand prize winner each month. 
Codes cannot come from a previously published US magazine. 
Winners will be drawn each month and displayed here in Hocus 
Pocus, a place where cheaters can prosper now like never 
before. (Current subscribers will receive a one year extension.) 

Devin Skillman j :,§Seimi 
L ehigh Acres, FL 

Jason Ashby 
Bleaheim, Ont., Canada 
Nic Weber 
Cincinatti, OH 
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The team that brought us BUG is bach... YES! If their next offering, The Ghen- 
War, is anything like their first, we re in tor one heckuva' 3D ride! Again, these 
images we're captured oft video so GameFan splendor is not represented, but 
this looks like one incredible game! Not only does it feature a great looking FNIV 
story, hut 3D gameplay both indoors and out. You can even climb up and over 
peaks! So strap on a space suit and get ready, ‘cause this one is coming soon, 
(like around September). We ll have an update on The Ghen War next month! 
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seen, and the amount ot paral¬ 
lax is mind numbing. The 
soundtrack is also fantastic. 

Literally everything about 
Astal is utter perfection, except 
* for the games length and diffi¬ 

culty. It isn't overly easy, but 
you’ll most likely conquer 
ShjQr&t Astal the day you buy it. The re- 

' play value on the other hand is 

-*>• $V-' so staggeringly high that you’ll 

B fjyftlBggMpg-. find yourself playing it over 

1 p; and over, never growing weary 
- v of jfs spectacle. 

This is a must own game 

and one that is so deserving of a sequel I can t even imag¬ 
ine SOJ leaving it here. So, there you have it-Astal is 
■“ndrous. 


After Nick Rox’ rousing Astal > 

preview in last month’s GF v! ’ '*i 

there is little more to say. I can . 
only reiterate his comments. * . 

Astal in my opinion is not 

“genre redefining” but it is -■ x ' J 
without a doubt the single most 
beautiful game I have ever laid 1 * 

eyes on. The game takes place yi 
in a lively fantasy world inhab- p 

ited by living crystals and veg¬ 
etation, and some truly unique 

monsters. The landscape must k § % £ 

be seen to be believed-these < - "* 

artists should be given a medal. 

The gameplay isn’t reminiscent of anything I have ever 
played, which I find amazing given the familiar 2-D side- 
scrolling environment. Astal attacks in unique new ways 
and is so animated during attacks he often appears as little 
more than a motion blur-the animation is fantastic! The lev¬ 
els and boss areas in Astal scale to a degree never before 


wondrous. 

I cannot believe the level of quality being displayed in 
first generation Saturn games. The future is looking as 
bright as the California sun... on a clear day. -E. Storm 
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NEXTECH/SOJ j 
RACE/BATTLE j 
1-2 PLAYER(S) ! 

AVAIL. NOW | REl/IELU 

JPN. / SEPT. U.SJ fflfiSIGn BV 


One thing has already been established with the advent ol 32-bil technology-3-D gaming is here to stay. The 
trick is now (inding new ways to present it, and Syd-Mead (responsible tor the look ot the sci-fi Hick of power. 
Blade Runner, and Terraforming on the old Turbo CD) has done a remarkable job with Gran-Chaser. 

I In GC you maneuver sleds through some of the most fantastic sci-fi locales ever created in a video game. 

( The courses aren't merely crafted of twists and turns, hut jumps, short-cuts, and varying terrain as well. 

V Sled choices range from the heavy and well-handling, to the light and responsive, to the well balanced. 

\ Each is from a corresponding alien world. You can race in story mode against rival aliens, complete with a 
mechanic and the ability to earn components such as shields and weapons, or, choose time-trial or vs. 
i CPU, and pilot any sled in any locale. You can pick up and fire missiles as you make your way around 
\ each track but with their long range, hitting your target takes precise timing. The way to win is by stay- 
.Ing on course, off the walls, and utilizing the fastest line, much like real racing. 

What I find most enjoyable about GC is the amazing gameplay. II you've ever driven a speed boat get 










"3™ ((83940) -m 


ready for a similar experience right down to the drifting maneuverability and center axis steering. SC has a 
feel all its own and once you become accustomed to it you are instantly hooked, i must have played each 
course fifty times by now, just having a blast vs. the CPU, which I smoke embarrassingly, GC needs to be a lit- 
. tie tougher. 

The frame rate and 3-D visuals in GC are easily as good as Daytona's-if not better, and in my opinion GC is 
- even more re-playabie due to its diversity and addict-abil- ^ 
j ity. If there is a drawback to Gran Chaser it would have to « l|~ 
j be the games difficulty-it’s easily conquered even in 1$ 

' advanced mode. Chances are that SOA will correct this ** t *** 

| problem and we ll have one spiffy racer this '%$ l _- 

September when GC is launched here as Cyber \ / J 

('Speedway'. A sequel to GC using the new operating 

. system utilized in Virtua Cop would be welcome v ^ 

} indeed. -E. Storm r 
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I guess by now you’ve guessed that I am 
quite the (an of Naxat's Battle Monsters-a 
game that SOA passed on and for the time 
being remains exclusive to the Japanese 
Saturn. That is, until either a wise 3rd 
party snatches it up or you get yourself a 
converter. 

I’m not real big on fighters overall 
(besides this game, Treasures Yu-Yu- 
Hakusho remains my favorite-also passed 
on by SOA) so six pages is taking it to the 
extreme for an E. Storm layout. 

What I am into is monsters. Heck, I was 
weaned on ‘em. Godzilla, Dracula, 
Frankenstein, you name it and it was a part 
of my childhood. The other aspect I like 
about Battle Monsters is the environment 
in which you play. Each area is massive 
and consists of multiple planes to play on. 
They also zoom to a point of disbelief, way 
in and way out. This gives the game a ton 
of diversity and enough visual stimuli for 
even the most demanding 32-bit gamer. 

Each character has at least ten moves, 
including low, high, and mid range attacks, 
so no matter where your opponent is you 
can reach him with some heinous monster 
maneuver. The animation is fluid and the 
control... perfect. 

The detail in BM is astounding for a digi¬ 
tized fighter. Little is lost even when 
zoomed out completely, and when up 
close, it is nearly real-life. The art is noth¬ 
ing short of impeccable and the PCM 
sound effects and music are tailored per¬ 
fectly to the action, lending an eerie feel 
that makes the experience all the more 
monstrous. 

Battles can be dragged out forever by 
maneuvering around each level or short¬ 
ened by attacking fiercely at close range. 
Either way the game is simply a joy to 
watch and play. Besides standard attacks 
each character has a Mana gauge which 
when filled allows you to perform a high 
powered super attack that melts candles 
(your health is represented by burning can- 
dles-too cool) like a (lame thrower. 

Of course the extreme fighting enthusi¬ 
ast may balk because “you can’t do two in 
ones dude". But, if you’re looking for 
graphics, theme, fun, and diversity you 
can’t go wrong. This game 
has twice as many char- ' ^ 0 
acters and backgrounds 
as its competition and ' 

excels at both the one ^ 

and two player level. If -y \ 

you’re growing tired of 
polygon puppets and , 

Street Fighter 2000 give it 
a try. You won’t be disap- 

THE DARK LORD MORPHS POUR TIMES! BATTLE AGAINST WATER, EIRE, fNVtSIBtUTY, AND STONE! pointed. -E. Storm 
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&SLU.K* PACSe 

i .KONAMI. 

SHOOTING 
j 1-2 PLAYER(S) 
£W | AVAILABLE TBA 


Welcome to the wonderful world of Parodius, 
where a condom can be a shield, rocket ships 
have boxing gloves and Konami’s wackiness 
knows no limits. For those of you who don't know 



or may not have already guessed it, Parodius is a 
one or two player simultaneous parody of Konami’s 
own family of horizontal shooters-LifeForce, Xexex, 
and (primarily) Gradius-hence the name Parodius. 

Parodius on the Saturnlor Gokujo Parodius Dal! 
Deluxe Pack, as it is formally titled) is the same 
game that was released on the PlayStation late last 
year. Like the PS game, Parodius leatures two 
games. Game one is Gokujo Parodius, which first 
appeared in Japanese arcades in 1993 and Game 
two is Parodius Dal! which debuted on the 
Famicom, Super Famicom, PC Engine and in 
Japanese arcades years ago. As with Gradius, you 
start out with a slow, un-powered-up ship (or pen¬ 
guin or octopus or whatever) and collect power- 
ups by destroying red or pink colored enemies. You 
can then select whatever power-up is highlighted 
at the bottom of the screen, or you can have it cho¬ 
sen for you depending on what power-up mode you 
select at the option screen. I am a huge fan of 
Konami shooters (and Konami games in general) 
therefore I’m somewhat biased but this game, for 
me, was non-stop hilarity. 

A source of humor can be anything from a small 
detail like dropping little parachute clad blue men¬ 
like bombs from your ship who then run along the 
ground and pant from exhaustion, to a shield that 
bears a striking resemblance to a 
clear blue prophylactic. 

Then, of course, we have / 

the music. As expected, the tunes mjt /5f> 
are of obvious high quality but far I. 

they too, adhere to the overall 
fruity, tongue-in-cheek theme. 1 §** l ,L j 
Parodius features legendary j 


Visually, the Saturn delivers Parodius in perfect arcade style: no sprite, scroll, SFX, 
\ or Pixel is different from the arcade game, period. The graphics have a pastel candy 
^ land look to them and (unlike the Sony version) almost never slow down, no matter 
how immense the sprite(s). The PlayStation Parodius paused a second or two as it 

loaded the music and graphics to a new level or „ _ __ 

boss. In the Saturn version, there is no pause, there are no seams and ’ K 

there ain’t no doubt to the 2D superiority this Sega 32-bitter has over q{ 

its Sony rival. What both versions have in common is the classy game . <r j > J) ' 

presentation, perlecl execution and play balance that has long been a (J £ViW| 

Konami trademark. As you can tell, I really like this game. The reason > % \ i 

lor my enthusiasm is that Konami is considering releasing this game , 

for the American Saturn. This would bode well not only lor me, but lor 

shooter-maniacs all over the country. Keep your fingers crossed, If' ('i ' 

shooters may well be making a long overdue comeback. -K. Lee r.,-:.,• 
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Wow, the Japanese Saturn has been out less than eight months 
and look how far AM2 has already come! Virtua Fighter Remix does 
not use the new operating system! This is just what they’ve been 
ahle to accomplish as they become more familiar with the Saturn 
development system. 

VFR’s texture mapping is unbelievably smooth and detailed. 

Close up you’d swear Sarah had on makeup! The ring itself is also 
astoundingly detailed. As far as the action is concerned VFR is 
identical to VF. For some reason however, I now like it about ten 


times more. It just looks so much better, and the fighters no longer 
have flicker spasms during the replays. 

The critics jumped all over the Saturn’s capabilities way too 
early. As time goes on I'm sure we’ll see pop-up disappear as well. 

The latest on VFR’s future stateside is that SOA will offer it as a 
separate title, rather than packing it in with the Saturn when it 
launches officially on September 2nd. No date or price was made 
available at press time. Either way, If you’re a Virtua Fighter fan, 
this game is well worth buying... again. -E. Storm 
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Own a 32 X and feel left out? Well, fear no more. Virtua Fighter 32X is looking quite good! I’ve 
heard it moves and plays every bit as good as the Saturn version! Virtua Fighter 32X features all of 
the characters, moves, and animations found in the original, only with less polygons and of course, a 
32X soundtrack. I really hope they’ve squeezed some quality music out of the 32X this time around 
because Virtua has an amazing soundtrack! Find o|t this and more next issue when 
y .1 we preview the game that every 32X owner#surely waiting tor, Virtua Fighter! 


































SEGA'S fIRST TITLE DEVELOPED WITH THT NEW OPERATING SYSTEM, VIRTUA (OP, IS NEARLY IDENTICAL 
TO THT HIGH DOLLAR COIN-OP. VC DEBUTS IH JAPAN THIS AUGUST AND LATT TAIL HERE IN THT IIS. 
VIRTUA COP fOR flfTY BUCKS... LIFT IS GOOD! 


THIS fALL IN JAPAN, GAMfARTS WILL UNVTIL THTIR 1ST SATURN OTTTRING. CURRENTLY UNTITLTD, 
THIS ID POLYGON SHOOTER TAKES PLACE IN "THE WAR OF 2015". YOU PILOT MECH'S, CHOPPERS, 
AND TANKS! STAY TUNED EOR US RELEASE INFO. 


THE SONIC TEAM RETURNS WITH WITH THEIR 1ST 
SATURN TITLE, SHINING WISDOM. MARRUS MUST 
RESCUE THE PRINCESS OF OGADEN (fROM SHINING 
fORCE 2) IN THIS HI-POWERED ACTION RPG. MAR¬ 
RUS MORPHS IN TO ANIMALS AND GAINS MAGIC 
fROM 4 DIINS, fIRE, EARTH, WIND AND WATER. 

SHINING WISDOM HITS JAPAN THIS AUGUST! PRAY ^ 
fOR A US RELEASE SOON AfTER. WILL SEGA EINALLY < 
STEP UP TO THE PLATE? RPG fANS ARE WAITING! 


THIS AUGUST (IN JAPAN) IT'S TIME TO DO SOME RACIN', SEGA STYLE! HAVE A LOOK 
AT HANG-ON '95! THE DESIGNERS PROMISE IT MOVES LIKE A BAT OUT Of YOU KNOW 
WHERE, AND FEATURES SILKY SMOOTH TEXTURE MAPPED LOCALES. BIG JOY! 


HERE'S THE ONE I'YE BEEN WAITIMG f OR! RIGLORD SAGA DEBUTS IN JAPAN JULY 21ST, AND THEN HERE IN THE U.S. LATER THIS YEAR. 
RIGLORD SAGA IS SET UP SIMILAR TO GUARDIAN WAR &SHINING fORCE. THE GAME IS COMPRISED MAINLY Of SPECTACULAR 
STRATEGIC FIGHTING! THE MAIN CHARACTER IS PRINCE ARTHUR Of QUEENSLAND. THE MAIN ENEMY IS SOME SORRY DEMON NAMED 
ZYUZA. I'LL BE ALL OVER THE IMPORT SO LOOK fOR A MEGA-PREVIEW ON RIGLORD NEXT MONTH. RIGLORD COMES HOME THIS NOV. 


ANALLY, HERE'S THE fIRST GAME SCREEN Of TAKARA'S STEAMGEAR MASH. THIS MULTI-GENRE 
ACTION ADVENTURE FEATURES FLUIDLY ANIMATED RENDERED UTILE MACHINES. LOOKS MIGHTY 
ORIGINAL! LOOK FOR IT THIS FALL IN JAPAN & HOPEFULLY HERE SOON AFTER! 























LET'S START THIS ONE Off WITH A QUOTE STRAIGHT 

fROM THE DEVELOPER; "IT WON'T END IN THIRTY MIN- ' % “ 

UTES THIS TIME!" IN THIS SPECTACULAR SEQUEL, 

PEPPEROUCHAU NOT ONLY RIDES THE TOY HORSE, BARRO- 
BARRO, BUT THE SCREEN ROTATES 180 DEGREES! CLOCKWORK | # 
KNIGHT VOL. 1 COMES OUT JULY 28TH IN JAPAN! THERE'S NO 
WORD YET fROM SOA ON A U.S. RELEASE. _ 


SEGA Of JAPAN'S DRAGON f ORCE, FEATURf S 2 
ARMIES IN A BITTER STRATEGIC BATTLE. IT'S TOO 
VS. TOO WAR WITH SATURN POWER! Df IS SET FOR 
A DEC. RELEASE IN JAPAN. 


WOW, LOOK AT Yf2 ON THE SATURN! 
THAT NEW OPERATING SYSTEM WHALES! 
Vf2 IS SET fOR RELEASE HERE THIS EALL. 


JULY 1ATH, Vf REMIX WILL BE RELEASED 
IN JAPAN WHERE IT'S ALREADY THE NEW 
PACK IN. U.S. PLANS ARE IN THE WORKS. 


If YOU'VE PLAYED STREET fIGHTER THE MOVIE IN THE ARCADE, YOU'VE ALREADY HEARD 
THE SQWEALING LAME AMERICAN VOICE. fEAR NOT! THE SATURN VERSION fEATURES THE 
ORIGINAL VOICE AND HAS NEW BACKGROUNDS! SfTM HITS THE U.S. THIS SEPTEMBER! 


ATLUS'GREAT LOOKING TEXTURE 
MAPPED RACER, KING Of THE 
MOUNTAIN PASS SPIRITS, IS COMING 
THIS OCTOBER TO THE JAPANESE 
SATURN. LOOK fOR A U.S. RELEASE 
SHORTLY THEREAfTER. 


AMT'S AMAZING fLAT SHADED 
POLYGON fllGHT SIM, WING WAR, 
IS SATURN BOUND, NOW fULLY 
TEXTURE MAPPED AS WING ARMS! 
WING ARMS LANDS THIS FALL IN 


CRACK OPEN THE CHAMPAGNE! YES! YOU'RE LOOKING AT LUNAR fOR THE SATURN! THIS REMAKE Of THE 
ORIGINAL fEATURES RENDERED GRAPHICS AND SLIGHT CHANGES IN THE STORY-LINE TO MAKE THE GAME 
MORE INTERESTING. LUNAR HITS THE JAPANESE SATURN THIS DEC.! CAN YOU SAY WORKING DESIGNS? 


RAY-EARTH, BASED ON THE POPULAR JAPANESE 
COMIC BY CLAMP, IS AN ACTION RPG fEATURING 
THREE YOUNG GIRLS, HIKARI, UMI, AND fUU. THEY 
DON'T LOOK SO YOUNG TO ME! SET UP LIKE SQUARES 
SECRET Of MANA, THIS GAME WILL NO DOUBT BE A 
SATURN TREASURE. RAY-EARTH RELEASES IN JAPAN 
THIS AUGUST. WORKING DESIGNS HAS ALREADY 
EXPRESSED INTEREST TO PORT IT, SO LOOK fOT MY 
UPDATE NEXT MONTH! 
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NAMCO 
SIMULATION 
! 1-2 PLAYER(S) 

1 AVAIL SEPT. 

Last month’s 20% version of 
Ace Combat was impressive, 
but nothing could have pre¬ 
pared me for the mind-numb¬ 
ing ecstasy of this month's 
80% version. Combining mis¬ 
sions from both Air Combat 
and Air Combat 22, as well as 
what has to be the greatest 
split-screen dogfight duel 
mode of all time, Ace Combat 
should be one of the premiere 
PlayStation games when the 
system launches in the U.S. 
Normally, I hate flight sims. I 
have this prejudice that they're 
all clunky, slow to respond, 
scale choppily, and feel like 
PC games. Weil, all those 
thoughts left my head as soon 
as I got my hands on Ace 
Combat. This game is 100% 
arcade power. 

Ace Combat’s graphics just 
exude superiority. The PS is 
still in the midst of first-gener¬ 
ation software, but somehow 
Namco’s programmers seem to 
have conquered the system. If 
you remember Air Combat’s 
graphics in the arcade, Ace 
Combat is a near carbon-copy 
except maybe for lower resolu¬ 
tion. You get two perspectives, 


PREVIEW 
in and out of the cockpit, as 
well as useful heads-up dis¬ 
plays and a map. 

The one-player mode is very 
exciting, because it merges an 
actual story with 16 varied, 
thumb-busting missions. I have 
to admit that despite the weird 
accent, I love the announcer’s 
voice. “Scramble and ace 
those bogeys!” You are 
assigned different missions 
which range from taking out 
bombers to blowing up huge 
weapon installations. Every 
level, the assignment changes, 
the enemies change, and the 
terrain changes...yeah! 

You can pick from one of 
three planes to start, but as 
you progress further into the 
game you’ll earn more planes 
to use, which are each rated 
for different abilities. The con¬ 
trol in this game is a work of 
beauty...guns, missiles, lock- 
on selection, and precise han¬ 
dling, just what you want. You 
can’t do barrel rolls in begin¬ 
ner mode, but switch to expert 
and you get barrel rolls and 
more control over steering... 
excellent. 

The dogfight mode is incredi- 
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MISSION ACCOMPLISHED 


PlayStation 








Hfl 



ble. The game just feels like it was split in half seam 
lessly...not that it was scrunched down and busted by a 
slow processor. You and your opponent can each choose 
from 16 different planes, which include a wide range of 
real-life fighters, even stealth fighters which don't show 
up on the radar! After selecting planes, you choose a 
starting position. You can both face eaGh other, one of 
you could follow the other, or you can let the PlayStation 
choose randomly. This adds much extra depth to the 
game play...try escaping when the other player starts 
right on your tail! 

Ace Combat’s audio is surprisingly enjoyable. Your 
wingmen are constantly yelling in your ear, “Bogey on 
your six” or “He’s toast!” Yeah it’s borderliue-Engrisli 
but I still got a kick out of it. The music’s ail jazzy and 
happenin’, and the sound effects are superb. 

Ace Combat is one of those perfectly well-rounded 
games. It has the arcade action diehard gamers crave, 
an extremely long and involved one-player mode, a tight 
two-player mode that kept us occupied for hours, and 
some of the best graphics and sounds ever. It’s not quite 
done, but I can already say Ace Combat is my favorite 
flying game of all time. —Slasher Quan 
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So Many Planes...So Little Time 













NY/WILLIAMS 
FIGHTING 
1-2 PLAYER(S) 

• AVAILABLE OCT. 


^ ; ./ A truly 

great home 

: '*|Y i V- system 

jJK should, 

at the 
time of 
its launch, be 
\ '^5=5^ able to handle 
100% identical 
translations of cur¬ 
rent arcade games. This was true of the NES 
(Super Mario Bros. 1). This was true of the 
Genesis (Altered Beast). And now it’s true of the 
PlayStation with Mortal Kombat 3! Our early pre¬ 
view version was incomplete in many ways—for 
instance there were no Fatalities. However, 
based on what WAS in this version, MK 3 PS 
looks so exact it’s sick. 

You will be in shock when you see MK 3’s 
graphics. I couldn’t believe I was looking at the 
exact same sprites, backgrounds, parallax, the 
works. Diehard fans who own RGB monitors are 
in for a treat...this game has a spe- 
(t cial RGB monitor option which 
makes the graphics even more 
exact (i.e. less grainy)! 
ft As far as sounds go, the CD rendi¬ 
tions of the music tracks are 100% 
perfect. If you remember the crappy 
> redone Probe euro-noise in the 

Genesis MK II games, no wor- 
ries...MK 3 has the real arcade 
l music baby! The voice is all there 
too, and hopefully the game will be 
able to handle all the arcade sounds 
correctly. (Remember, it can be hard 
* to get voice and music simultane- 
k ously off a CD). 

Everyone knows that so far, there 
has never been a perfect home MK. 
Even the SNES MK II, the best 
attempt so far, was missing a few 
combos. Well, the good news is MK 
3’s game play should be exact and 
i current to the latest arcade revision 

(2.1). That means all the Track & 
P Field corner Low Punch juggling 
■ combos will work...ooh yeah! And 
those Kabal-stringer combos, hella 
r . tight! 

V . so, what’s the catch? Well, a lot of 
you are probably worried about 
long CD access time (please 
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don’t bring up Sega CD MK 1, arrrrrgh). Well, in 
the prototype there were lengthy load times, but 
the good news is the programmers have promised 
to cut down the access to a minimum by the final 
| release...hopefully about three to five seconds in- 
between fights. 

What about Other Stuff? Well, secrets such as 
the Ultimate Kombat Kode which will activate 
Smoke as a playable character are almost guar¬ 
anteed to be in this game. But that’s not all, the 
programmers hinted there might be additional 
codes/secrets exclusive to this version. The only 
things you are certain not to find in the PS version 
are the new characters/features from the 
September arcade update of MK 3, which will 
only be found in the Ultra 64 edition. 

Mortal Kombat isn’t just a violent video game, 
it’s a way of life. MK 3 is one of those games the 
PlayStation was made to play! 
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PSYGNOSIS 
RACING/COMBAT 
1-8 PLAYER(S) 
AVAIL. SEPTEMBER 


PlayStation 

PREVIEW 


Psygnosis is getting just plain scary these days. First 
Demolition Derby, now Wipeout, another 3D driving-type 
sim dripping with quality. This game however is a true 
hovercraft racer. Think “F-Zero on horse steroids” and 
you’ll get an idea of what Wipeout’s all about. 

Wipeout is the futuristic racing game I’ve always want- 
ed...cool hovercrafts, breathtaking texture-mapped graph¬ 
ics, multiple tracks, smooth handling, mutli-player net¬ 
work, AND weapons! That’s right, if you can’t beat ‘em, 
blow em away. 





gjjr 


Our preview version only had one of the three tracks 
working, but it’s a beaut. Racing a hovercraft means you 
aren’t confined to the ground, so you catch some serious 
air in this game...the jumps are huge! The programmer 
claims that by the time the game is done, there will be 
absolutely no “pop-up "...that should be quite an accom¬ 
plishment. The screen movement is just so smooth you’ll 
have a heart attack. I also couldn’t believe some of the 
effects...check out the transparent heat tracers when you 
fire a missile! 

Your car’s handling is way different ~ 

from other racinj^^^^ ^^ w 

fakes ^ 

some getting used to. Basically the turning is much more 
immediate, so you have to be very careful not to over¬ 
steer. Also, instead of normal ground brakes you have air 
brakes on both sides of your craft. 

You get a variety of weapons to fire off, including oil 
slicks and missiles. Running over a colored pod arms your 
weapon, but you can only hold one weapon at a time. Use 
it wisely! 

Wipeout’s sounds are just what you want in a futuristic 
racer. No fruity Japanese “Blue Skies I See” voices, just 
the hum of your engine, a nice (slightly dimmed out) back¬ 
ground tune, and blistering sound FX. Pump this sucker 
through a stereo and crank the bass, your whole house 
will be shakin’! 

What l love most about this game is the feeling. You 
know, when you play a racing game so realistic that you 
actually sway your body when you make a sharp turn...l 
got that feeling in Wipeout more than with any other rac¬ 
ing game I’ve ever played. There are two perspectives, in 
the cockpit and behind the craft, but in the cockpit is 
where the game’s really in yer face. 

A great feature in Wipeout is the two to eight-player net¬ 
work mode. Just link up a bunch of PlayStations, TVs, 
cables, and Wipeout games, and you've got yourself the 
ultimate race test. Isn’t that better than a shrimpy two- 
player split-screen? I don't care what anyone says, soon 
enough networking will be the most popular way to play 
competitive games. After all, do you have eight friends 
who own Genesis and SNES systems? I thought so. Soon 
they’ll all own Saturns and PlayStations! 

Wipeout is another blow-away racer from Psygnosis. 
Sure there’s an abundance of racers coming out for the 
PlayStation, but each one has its own unique genre and 
properties. With Wipeout, the future really is now. 
—Slasher Quan 
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FIGHTING 

1-2 PLAYER(S) \ 

PLAYSTATION \ AVAILABLE NOW 
REVIEW 

Allumer, a longtime developer of games 
for the Japanese PC-9801 market, has 
amazed us all with a most surprisingly 
excellent fighter. Their first venture into the 
deep, dark and scary world of console 
development is Goku Densetsu: Magic Beast 
Warriors. In this remarkably fun one-on-one fighting game you can opt for the 
story mode (against the CPU) or go head to head in versus competition. 

From the very start, GDS is a step above anything else in the genre. The open¬ 
ing intro, in classically cheesy Jyu (Power) Rangers style, is superb! Each 
main character steps forward through the digitized inferno and spews forth his 
or her own little catch phrase. The voices and FMV in this game are superior to 
FLAWLESS. Of course, every character (live actors in cheap costumes) look to 
be yanked out of an issue of some manga circular, even though this game is 
based on the ancient Chinese tale Saiyuki, or Journey to the West. In this 
ultra-famous (and ultra-thick) novel, a Buddhist priest jourrneys from China to 
India in search of scriptures aided by the monkey king Songoku, the pig 
Chohakkai and a sprite called Zagojo. 


The game itself plays much like your garden-variety dig¬ 
itized action fighter, but this delicacy moves much more 
smoothly (and a whole heck of a lot faster) than most of 
that other live-action pain out there. The control isn’t real¬ 
ly quite as tight and precise as it is in the MR series, but 
the faster pace almost makes up for this entirely. Each 
character has a battery ol stupendous special attacks - 
mostly done with quarter and half circle motions. The pro¬ 
jectile attacks don’t simply disintegrate on impact, they 
ERUPT into a firey haze in mid air. Graphically, the entire 
game is a gem. The backgrounds show mucho special 
effects such as wicked scrolling and ever-so-subtle 
translucent gradient effects. In the music department this game simply ROCKS 
its competition. I’m particularly fond of this disc's soundtrack! The player is 
treated to a nice selection of hard rock songs (in English?!), a splash of metal 
and the ubiquitous punk rock buffet which is becoming more and more popu¬ 
lar in Japan. 

In story mode, there is a definite challenge in beating the game. Some of the 
tactics that the CPU uses to win are downright infuriating. Nonetheless, it’s 
nowhere near impossible to beat this game, hence it loses no luster. If you’re 
having trouble in the later stages, a nice plot twist was having every foe you 
defeat join your cause. That means you have an ever growing arsenal of fight¬ 
ers to choose from as the game progresses. I only have but two little gripes 
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with this game. These are the lack of the ability to 
PAUSE during the action and the fact that there's no 
BGIVI option to listen to this game's tunes! I wish all 
CD games would have separate data and music 
tracks, that way you could just toss them into your 
Discman and you're set. 

When all is said and done, this game is a two-fold 
wonder. It’s the first console title from its developer, 
and it’s a digitized fighter that has a ton of replay 
value. Yes, this disc packs an enormous amount of 
life and personality. If you’re into the high-end fighter 
scene, you should certainly take a look in that import 
store nearest you for Goku Densetsu! 





Welcome, Comrades! It is time for us 
to be playing the greatest game show 
in all of Bizarnia, THE GAME SHOW... 
yay. ZHADNOST centers around what would 
happen to a state-operated TV game show in 
the fictitious Communist country, Bizarnia. 
Along with the old government, Capitalist 
insurgents managed to toss the old game show 
as well. Now, “free” Bizarnians are “gathered" 
(by the former government’s secret police 
forces) to compete for cash, fabulous prizes, 
and maybe even a crack at their dreams of 
making it to America. 

Essentially, there are five different “competi¬ 
tions” for you and three other buds to try. These 
are Propaganda, a fairly cool and enjoyable 
trivia game; Yankee Stooge Cinema, where you 
must unscramble a 1950's movie sequence; 
Money-Go-Round, a boring walk-through game 
where you can go for cash yourself or try to 
take some away from the other contestants; 
Eye-spy, a memory-matching game; Lip 
Service, a memory-matching game involving 
sound effects and lastly, there's Roika, where 
you must choose three objects that you feel 
have the most in common. Sounds like fun, eh? 
Well, give it a chance. Two out of the mandato¬ 


ry four players are \ ^ ; 
given ten seconds to 
decide on their contest. 

The game requires two or 
four players, a fallacy which 
negates the possibility of a 
solo act. You are given a choice of 
your character from these five stereo¬ 
typical Communist low-life contestants. My 
favorite is Ludmila, the she-man Eastern 
European athlete... a “woman,” at least until 
the tests come back! 

The biggest redeeming factors to ZHADNOST 
are the hilarious FMV intro and the related 
channel-surfing clips, which are played in 
between rounds. The clips consist of classic 
Cold War educational movies, a few of which 
were used in “Atomic Cafe,” the satirical doc¬ 
umentary on nuclear war. Of course, Zhadnost 
is far from the conventional sit-and-go video 
game, so it can’t be judged like an action title. 
If you manage to get a few other people to be 
patient and play the game through, it begins to 
grow on you. It is by all means the perfect party 
game or one for those who crave the interac¬ 
tive. Check it out, Comrades... 

-The Stalker 
























REVIEW 


Syndicate, the smash-hit, award winning PC 
strategy title is now bound for the home con¬ 
sole market. It seems that all of the same ele¬ 
ments that made the original game so great 
have been reproduced in slick, 32-Bit style. 


I . | The story to Syndicate is an 

1 1 intriguing tale of chaos, big 

- business and covert 

L operations. The year [ 

- was 2096 when the 

world became a war 

I -■ zone. That was the 

year that America won 

C i the race to become the is* 
CL- * first advanced nation 

- to perfect “Mind 

|_ Chips,” computer 

chips which can alter 

I -—* a person’s mind. A per- 

|_ son with a chip in his 

head can be made to 

__ think he is someone 

I —— else, something else, in 

■- another place or all three. 

When America broke the 

i - news that it had developed 

the first working Mind 
/ — —, Chips, global war ensued. 

V_ |_ The end result was the cre- 

^—' — ation of a world very much 

different from the one that 
was. A world splintered into various small 
regions and cities run by massive conglomer¬ 
ates began to 


keeping the indigenous popula-X^ 
lions somewhat happy. In all, there 
are fifty areas to cover, and each area takes a 
while to conquer. If you're planning on beating 
this game and taking over the planet, you had 
best be prepared to spend some major time with 
this game as you get more and more involved. 

Bullfrog Productions did a nice job and came 
up with an excellent package for fans of the orig¬ 
inal PC game. They gave this game the same 
feel, and that's no easy task converting PC 
games to console games. The music is just as 
cool as it was in the original, as are the graphics. 
I would have enjoyed a better CG intro, but what's 
there isn't too bad - albeit grainy. The action gets 
fairly tedious, but it you get into the story and 
your company, it's easy to overlook that aspect. 
So, if you're finished with Return Fire, you may 
want to pick this sucker up to satisfy that craving 
tor strategic mayhem. -The Stalker 


companies 

arm your 
way to the 

top. To do this, you must employ your fearsome 
special agents: human beings outfitted with 
cybernetic enhancements, futuristic weapons 
and advanced Mind Chips. Over the course of the 
game, you can upgrade and enhance your agents 
until they become the ultimate industrial 
weapon. 

Pointing and clicking, the player must jockey 
his troops into position in order to protect, per¬ 
suade or liquidate certain key faces in the story. 
Assassination missions may be the most danger¬ 
ous, but they’re also the most fun! Of course, the 
ultimate goal is to expand your company’s terri- 
(sounds like tory into that of other companies, all the while 

Japan, no?). Set _ — — ■ - — „ - 

in this wicked ■ ' ' 

cyber-world ot 

chaotic exploits, 

you (or you along 

with a friend) are ' 

to take control of 

one ot the more 
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OK, I’ve got one thing to say... IT’S ABOUT FRIGGIN’ TIME! Finally alter two years, 
it’s the first isometric action game for the 300... and it’s a really good one! Get ready 
for Captain Quazar! In this one-or-two player blast-o-rama you assume the role of the 
mighty Captain Q. and set out on missions to seek, destroy, and help a few hostages 
along the way. The version shown here, which debut at E3, is still early (CQ isn’t due 

until Fall) but I can already tell 
you what to look forward to in 
this spectacular game... EVERY¬ 
THING! 

The characters are modeled 
bliss, the music is pumpin’, the 
action is non-stop, and the explo¬ 
sions are nuclear. Besides these 
fine details the animation and art¬ 
work are equally impressive. 

Receive your orders from the 
lieutenant and off you go to lay 
waste as only Quazar can. The 
vast areas in CQ are not only 
highly detailed but animated 
much of the time as well. 

This is the kind of game that 
will vault the 3D0 to the next 
level, so I hope they keep cornin’. 

A word to the wise before I 
depart. If you’re still playing with 
the stock controller now’s the 
time to shop around for one with 
nice dicky horizontals, other¬ 
wise, you and the Captain may 
come to terms.... and you don’t 
want that. I’ll see ya’ soon with 
more Captain Quazar! -Takahara 


DON'T LET THOSE ROCKETS TAKE OFF! 


ISO/ACTION • 1-2 PLAYER(S) 
AVAILABLE SEPTEMBER 
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QUAZAR TAKES TO THE WATER! 


NUKE EVERYTHING IN SIGHT! 




























.cADYSOFT 
FMV INT. 

1 PLAYER 
AVAILABLE AUG. 


Our unsuspecting hero, Lance, the world's hippest computer 
repair guru, gets a late-nite "fix it" call which leads him to the 
mysterious castie of the sinister brain. Once he succeeds in 
re-activating the computers he learns of Dr. Neurosis' mas¬ 
ter plan... world domination! 

The game is on... Fritz the half human, half pet of Dr. 
Neurosis has been instructed to dispose of you. You are 
instructed to thwart the Doctors evil plans and save the 
world... No sweat, hey, you’re a nerd with a mission... kick ass! 

Race through the evil playgrounds of the demented Doctor's 
twisted castle. Battle Frankenjock, Draculette, and other 
freaks of science until you reach the Chamber of the Brain!! 

If you liked Dragon's Lair, or Space Ace, you’ll love Brain Dead 
13. The animation is the best ever in a full-motion adventure. 
Lookfor more on Brain Dead 13, next month! —'Takahara 
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Leave it to Interplay to extract pure power from the 32X! They've made a 
great game even better with their first release for the 32X, Blackthorne. 

Unlike the SNES version, which featured conventional sprites, Interplay has 
seen their way clear to hless this version with tluidly animated SGI characters 
and, an entirely new world to explore! The £2X color palette is also pushed to 
the extreme with vivid color, and highly detailed and shaded graphics. 

Perhaps the biggest shock however, is how good the music is in this version. 
We all know how painful 32X music caii he (can you say Tempo?), but Interplay 
has managed to sgueeze in some pretty groovy sounds. 

Gameplay-wise Blackthorne excels in many ways. The adventure is vast, 


PREVIEW 


INTERPLAY • 24 MEG 
ACTION/ADV. • 1 PLAYER 
AVAILABLE SEPTEMBER 


stretching across five cavernous worlds, 
and never gets dull, as you are constantly 
faced with tougher challenges, perplexing 
puzzles, and an intriguing plot that unfolds 
as you progress. It’s <fh RPG feel in an action 
environment. • 

♦I can’t tgll you how good it teffls to play a 
quality third party 32X game. I still think that 
for the monqy this system has the ability to 
provide its users with some pretty high qual¬ 
ity gameplay. Let’s hope this keeps up! I’lL 1 
have a Blackthorne review next month. 

-E. Storm M 
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You’ve crashed and burned... 
time to roast some Hot-Dogs! 


I’ll bet there’s quite a lew Sega users 
out there wondering what happened to 
Scavenger’s Nitro Wrecks. We previewed 
NW back in December, and have received 
many inquiries as to its whereabouts since. 

What happened to it? Well, it got some 
big scaling mountains, a shot of color, and 
even smoother animation. With 16-bit 
going into the tank at a seemingly rapid 
pace, Scavenger decided to upgrade their 
3D racer to the 32X, (which ain’t doin' that 


wire-frame displays. 

Once you hit the road smooth scaling 
and digitized graphics fill the screen as 
you drive like a maniac, fighting your way 
to each checkpoint while passing enough 
crazed enemies to achieve your mission 
objective. The action is fast and furious. 

Your goal is to nail vehicles ahead with 
heat seekers while keeping a close eye on 
valuable power-ups scattered along the 
road. You’ve gotta’ shoot these too, as well 
as avoid hazards like oil drums, land 
mines, and enemy troops. There’s a lot to 


acquire some high powered upcoming 32X 


titles, in order to soothe those weary of the 
X’s future. Scavenger should prove to be a 
major torce in X titles, with this super cool 
racing shooter, now titled aptly, Heavy 
Machinery, and the upcoming X-Men, 
which looks absolutely astonishing. 

Heavy Machinery takes you on nine gru- 


You control your vehicle by pressing up 
on the D-pad while shooting with any but¬ 
ton. This feels awkward at first but once 
you get it down you’ll be driving like a 
maniac. It you're at all into racing games 
you will surely get an ample dose in Heavy 


Machinery. 


eling missions through all types of weather 


Oddly, this title hasn’t been picked up 
yet. With the current shortage of 32X titles 
one would think that this 100% complete 
game would be on the truck. But as of 
press time no one has picked up Heavy 
Machinery. Chances are someone will by 
the time you read this, so keep your fingers 
crossed. We’ll be back with a review as 
soon as the smoke clears. -Takahara 


and road conditions. All the while enemy 
vehicles block your path below, while 
choppers and planes swoop down from 
above. They all have one common goal... 
your butt in traction. 

Heavy Machinery is a visual turkey din¬ 
ner from beginning to end. The intro, and 
attract screens alone are an achievement, 
featuring smooth animation and spinning 
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76 ^ Spot-2000, a dot gone 

mad! Looks like lie’s packin' 


played was early, I think it’s safe to say that this could easily be 
the best isometric action game ever. The folks at Eurocom are 
behind this one and are giving it their full attention, so you can be 
sure that Spot goes to Hollywood will be a memorable experience. 
I'll have lots more on all the new Spot games over the next few 
issues, so crack a 7-Up and I’ll see ya’ soon. -E. Storm 
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TIME WARNER INT. 
16 MEG* RACING 
1 PLAYER 

AVAILABLE AUGUST 
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TWI is coming to the rescue with one of the most playable dri¬ 
vers in recent memory. Power Drive Rally takes the player 
through an authentic world rally, complete with features like, work- Q> 
ing horns and headlights, realistic weather conditions, and vary- 
ing control that matches each surface perfectly. Besides these * | 
esteemed features, PDR features some of the best graphics and ■; Sj 
art that I have ever seen on the Jag. Each new country brings 
with it the look and feel of the actual place lending a sense of - 
'being there ' to this grueling rally. I 

Between countries drivers must complete a skill test to qualify —j * 
for the next rally, and you can save your game at any time. 

The playability packed in this cart is endless. Some races 
require ultra-precise driving and pack nerve banging finishes. -> 

Not only is your opponent breathing down your neck,, but screw 
up even once and you'll miss the finish line by mere seconds! , 

During each stage you have the option of a vocal coach who 1 

spews out upcoming obstacles,"mid right", "hairpin left",..etc... W 

Luckily, you can turn him down, or off. You can also adjust your _• 

engine sound and music, which are both ______ l, 

high quality, especially for a cartridge. If jgg Week 3 Day 4 || 

you’re in to drivers you simply must own this ARIZONA 

game, it truly has everything you could ever Raiiy cross 

ask for in a top view racer. -Takahara conditions ■ 
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Such a feeling...such a feeling...the Killer feeling is 
coming to your Super NES, and we just can’t believe HOW 
CLOSE this conversion is to the arcade original! 
Shrinking a 100-megabyte, 64-bit arcade monster onto a 
32-meg, 16-bit cartridge is no easy task, but somehow 
the wizards and warriors at Rare and Nintendo have 
pulled off this magical achievement. Of course certain 
things such as the scaling, some animation frames, and 
the full-motion SGI intros are missing...but otherwise this 
is one of the greatest arcade translations of all time! 

Game play is the single most important aspect of any 
fighting game, and here Killer Instinct for SNES doesn't 
disappoint the arcade fan one bit. For all intents and pur¬ 
poses the game play is IDENTICAL to the coin-op, from 
the blistering special moves to the Combo Breakers to 
the Ulllllllllltraaaaaaa Combos! Yup, all your special 
moves, fatalities, and combos use the same commands 
they did in the arcade. And the big boss Eyedol is con- 
troilable...do you know the code? 

On the subject of game play.J lied, it's not 100% iden¬ 
tical. There are a few elements that Nintendo/Rare 
changed to make the game more balanced and fair. For 
instance, there are a few top-secret elements to the 
game play which will reward the aggressor and punish 
new types of people who “turtle up” (just sit there and 
wait). If you’re an expert, look closely...maybe you'll fig¬ 
ure out what producer Ken Lobb did! Did I mention there 
are MORE combos in the SNES version than in the arcade 
game? 

Kl is generally considered one of the biggest graphic 
benchmarks to appear in the ‘90s, so how close is the 
SNES version? Very, period. Here's the lowdown. The SGI 
displays are gone (of course, no way the SNES could 
have done 'em), but the great news is there are awe- 
some-looking SGI still shots for every character. The ani¬ 
mation is missing a few frames, but don't worry, it's not 
a major concern. The sprites look superb for a SNES 
game, despite the fact that they're 10% smaller than the 
arcade and don't have quite as many colors. The arcade 
sprites were 128 colors, while the SNES sprites are 16 to 
32 colors (depending on the character). Another detail 
that's toned down are the explosion sparks when fire¬ 
balls connect. In the arcade there were literally 200 or so 
sparks; on the SNES it's about 10. 

Turning to the backgrounds, there is no scaling and 
rotation for the 3D levels. For example, on levels such as 
the bridge, you can't move apart to far distances while 
the screen scales out. Some people will think this will 
negatively impact game play, because you can't do long¬ 
distance fireball wars on those stages anymore, right? 

-Continued On Page 67 



Killer Instinct 
Prologue: 

A wind-swept battlefield of the distant 
past, littered with the debris of war. 
Above the moans and cries of the 
defeated can still be heard the clashing 
sounds of a single titanic confrontation. 
TWo great warlords, leaders of their 
now smashed armies, are locked in 
battle, with the world itself as the prize. 
But this epic battle is not to have a con¬ 
clusion. Suddenly, the warlords were 
engulfed in a nimbus of light, and van¬ 
ished from the face of the earth, ban¬ 
ished to the realm of Limbo. The battle- 
weary heroes whose spell had trapped 
the warlords heaved a sigh of relief. 
Armageddon had been averted, tor now. 

The Future: The world has seen much 
progress in the centuries since the war¬ 
lords were banished, not all of it for 
good. Pollution has weakened the 
environment. Governments have fallen. 
Chaos rules, with huge mega-corpora¬ 
tions battling and destroying each other 
for shares of the world's wealth. 

In this bleak world, a single corpora¬ 
tion, Ultratech, rises above the others. 
Rather than joining in direct battles 


with their competitors, Ultratech has 
profited from their suffering by selling 
them the very weapons they use against 
each other. Sales of weaponry are not 
the only source of profit for Ultratech 
however. Their entertainment division 
produces the top rated television broad¬ 
cast of the future, the Killer Instinct 
tournament, which also serves as a 
testing ground for Ultratech's weapons. 
The winners of the tournament are 
promised whatever they desire. The 
losers suffer a significantly poorer fate. 


It is into this bloody contest that our 
heroes have been drawn. T.J. Combo, 
disgraced heavyweight champion of 
the world who seeks redemption. 
Glacius, a captured alien fighting for 
his life and a chance to escape. And the 
deadly robot Fulgore, programmed by 
Ultratech with a Killer Instinct and the 
freedom to use it. Each fight for his or 
her own reasons, but each has the 
same goal: win the tournament and 
destroy all opponents. 

It will take more than radical moves 
and deadly special attacks to win this 
tournament. It will take a will, a desire, 
it will take a Killer Instinct. 






JUMP-IN 
AUTO-DOUBLES 
In order to perform a 
Jump-in Auto-Double, 
you must first jump-in 
and attack your oppo¬ 
nent, successfully hit¬ 
ting them. Once you 
have scored the first 
hit, if you press the 
proper button next, you 
will not only get your 
first hit, but you will 
also get two or three 
bonus hits. The whole 
sequence will register 
as a Triple Combo or 
Super Combo. The trick 
is to know what pair of 
buttons will produce the 
Auto-Double. It's easiest 
to imagine the buttons 
on the controller as if 
they were connected. 

OPENERS 

The jump-in attack is 
what is known as an 
"Opener" move. This 
means that if this initial 
attack is successful, 
your opponent is briefly 
open to whatever combo 
series you want to pun¬ 
ish him or her with. 
Each character also has 
several special moves 
that function as open¬ 
ers. If you hit with an 
Opener move, there is at 
least one buttontsome- 
times more) that you 
can press to get an 
Auto-Double. We've 
given one example of an 
Opener move and its 
Auto-Double. 

TOP ATTACK 
AUTO-DOUBLE 
Top Attack are also 
Openers. After you hit 
with a Top Attack, try 
pressing one of the other 
buttons for an Auto-Double. 


TOURNAMENT SET-UP 

In the tournament mode, you can enter the names of up 
to eight different players. The computer will then set 
up the matches between players and keep track of 
each players's win-loss record. The computer will 
also make sure everyone takes turns, just like in the 
arcadedoser goes to the end of the line, bub!) 

There are several other settings you can adjust on the 
Options screen: 

DIFFICULTY: This setting can be tweaked to make the 
computer controlled characters tougher to defeat. 
EASY COMBO BREAKERS: With this ON, Combo 
Breakers are easier to do. 

TIMER OFF: turn the timer off and your fights will last 
until one of the characters is defeated. 

PRACTICE MODE: In this mode, you fight another char¬ 
acter controlled by the computer, but neither charac¬ 
ter will take damage. This will allow you to practice 
your combos. 


So what do you do once you have mastered Triple and 
Super Combos? You extend your combo tally using 
moves known as Linkers. These are also listed in the 
character profiles. After you have successfully hit 
your opponent with an Auto-Double, you can continue 
to combo them by following the last hit of the Auto- 
Double with a Linker move and another Auto-Double 
button. It's up to you to discover the Linker moves that 
will extend your combos. 

END SPECIALS 

The best way to finish a combo is an end special, which 
can be added after any Auto-Double or Linker. End 
Special are listed in each character's profile. An 
example of a complete combo sequence would be: 

Jump-In hit + Auto-Double button + 

Linker + Auto-Double button + End Special. 


ELEMENTARY COMBO THEORY 
So, you've mastered the basics of pounding each other. 
Now it's time to learn a combo or two. Combos are 
basically a combination of buttons that produces mul¬ 
tiple hits. Now, these hits aren't really tree, as you 
must connect with the first one in order to activate 
the combo. However, a successful combo can give you 
many extra hits for the low price of just a few button 
presses, it's possible to get a 30 hit combo for a mere 
6 button presses! But that will come later. First, you 
must learn the law of Jump-In Auto-Doubles. 


COMBO BREAKERS 

There's nothing that can make you feel quite as help¬ 
less as a multi-hit combo. So what can you do about it 
besides put the Control Pad down and grab some soda 
and chips? You can bust out a Combo Breaker, that's 
what! 

Each fighter has a special move that will function as a 
Combo Breaker. A Combo Breaker can potentially 
interrupt any part of a combo—Auto-Double, Linker, 
and End Special (but not the final hits of an Ultra 
Combo). The key is to use the proper Combo Breaker 


to break the move. This takes practice and a keen 
eye, plus vast knowledge of every character's 
Openers, Linkers and Auto-Doubles. 

Combo Breakers can be summed up as follows: 
Quick breaks Medium 
Medium breaks Fierce 
Fierce breaks Quick 

The best way to envision Combo Breakers is like the 
game "Scissors, Paper, Rock." The correct combo 
breaker will beat your opponent's attack. To break an 
opener sequence or an end finisher, you must perform 
the combo breaker using the button that breaks the 
button your opponent is using. So if he hits you with a 
Fierce opener, you can break with your Quick combo 
breaker. 


Since you can break a Linker with any of the buttons ( 
Quick, Medium, Fierce), it's risky to do long combos. 
However, you still have to learn the timing to do the 
combo breaker and that only comes with practice. 
Breaking a combo does several things. First of all, it 
gets you out of the humiliating sequence of hits and 
damage, and it throws your opponent for a loop. 
Second of all, all characters have some moves that 
are enhanced after they have broken a combo. We 
have left these advanced post-breaker moves for you 
to discover on your own. 

ADVANCED COMBO THEORY 
So you've mastered all the basic combos; jump-ins, 
openers, linkers and end finishers. Well that's far 
from all you'll find in Killer Instinct! Below you'll find 
some of the more advanced tricks, but we're going to 
leave it to you to find some of the really special moves 
(like Air Doubles, Shadow Moves and Post Breaker 
Specials). Keep building upon your knowledge of Auto- 
Doubles and you'll be surprised how many new moves 
you can discover. 

DANGER MOVES/FATALITIES 
When you have your opponent on the ropes and basi¬ 
cally defeated, you can perform a danger move on him 


the move. Some of the Danger Moves require special 
timing, or that you stand a certain distance from your 
victim. We’ve only listed a few; you'll have to find the 
others. 

ULTRA COMBOS 
If your opponent is almost defeated (his second life bar 
is almost gone and the bit that remains is flashing), you 
can perform an Ultra Combo. Basically, Ultra Combos 
are like special End Finishers that work when your I 
opponent is almost defeated. Go into a combo 
sequence, and if you hit, finish it with the Ultra Combo 
move noted for the character you are using. If you do 
it correctly, you should get a double digit Ultra Combo, 
usually in excess of 20 hits. There is no way to combo 
break an Ultra Combo, but if you're getting hit by one, 
you were almost defeated anyway. 

There are many other moves and hidden secrets in 
Killer Instinct. In the character profiles, we have not 
listed all of the possible Auto-Doubles and different 
openers. There are also a few special moves that we 
didn't list. Try everything and see what you can find! 



KNOW YOUR 
BUTTONS 


(QP) Quick Punch 
(QK) Quick Kick 

3. (MP) Medium Punch 

4. (MK) Medium Kick 

5. (FP) Fierce Punch 

6. (FP) Fierce Kick 


default Control Pad layout) that if you jump-in and hit, for 
example with a Fierce Kick, pressing Medium Punch 
immediately alter the first hit should trigger at least a 
Triple Combo. Note that although the arrows go both 
ways in the diagram (Fierce Punch to Medium Kick and 
Medium Kick to Fierce Punch) not every auto-double but¬ 
ton combination will work with every character. 
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HEIGHT-5'9” 

WEIGHT-190 lbs ^ 
AGE-21 

Jago is a mysterious 


Mystical defender of 
Native American peo¬ 
ple, Chief Thunder 


remote region of 


Instinct tournir 


powerful Tiger Spir| 
to seeh his destiny, It! 


behind the disapperi- 
ance of his brother, 


Killer Instinct tourna¬ 
ment to destroy the' 
evil within. 


Edokuken: 4 + any Punch Combo Breaker: Tiger Fury 

* Linker: Laser Sword + FP 

Laser Sword: 4/+ FP 

Tiger Fury: + any Punch Fatalities: 

«--»-»QP = impalement 

Valid Opener Example: <-<--»-» + mp = car Drop 

Wind Kick FK + MK 

Ultra: *** +ok 

End Specials: 

Tiger Fury Ultimate: + FP 

Endokuken QP 

WinflKicl ‘« K llnmiliatinn- _, m 


Valid Opener Example: 

Tomaha OK + QK 

End Specials: 

Triplax FP 
Phoenix FK 
Sammamish MP + FP 

Combo Breaker: Sammamish 








Special IVIoves:- 

Laser Storm 1: i ^+any Punch 

Laser Storm 2: «-«-4<^-»QP 

Laser Storm 3: -»«-«-^QP 

Plasma-port: any button 

Plasma-Slice: -*4^^ any Punch 
Eyelaser: ^ 4<v FK 

Cyherdash: Charge <—> + any Kick 
Retlect: +any Punch 

Valid Opener Example: 

Eyelaser FK + MK 

End Specials: 

Laser Storm IV1P 
Plasmaslice FP 


agreed to participate 
in Ultratech's chemi¬ 
cal weapons test in 
exchange tar early 
parole. A failed 
experiment turned 
him into a being ol 
living flame. He has 
now been ottered 
freedom if he .can 
defeat Glacius in the 
Killer Instinct tourna- 


Special moves:- 

Inferno: -*-*+ any kick 

Fireflash: any kick 

Heatfist: «-«-+ QP 

Heatsink: +FP 

Mirage: -»*4<tf«- + MP 

Trailblazer: Charge^-»+ any Punch 
In air:-»-»+ any Punch 

Valid Opener Example: 

Trailblazer MP + QP 

End Specials: 

Trailblazer MP 
Fireflash FK 
Fireflash MK 


Fireflash QK 

Combo Breaker: Fireflash 

Linker: Heatfist FP 

Fatalities: 

-»^4< QK = Scorch 

+ MK = Take ‘Em Down! 

Ultra Combo: <--» + fp 
Ultimate Combo: 4^<- + mk 
H umiliation: <-<- + fk 


HEIGHT-6’2” 

WEIG HT-5 6 0 IbS J t 
AGE-1 . ^ 

A prototype cybernet¬ 
ic soldier dev^lhped 
by Ultratech, Fglgore 
was entered into the 
Killer Instinct tourna¬ 
ment as a final test of 
its combat capabili¬ 
ties. Once its abilities 
are proven, mass pro¬ 
duction will begin. 


Plasma-Port QP 
Cyberdash MK 

Combo Breaker: Plasmaslice 
Linker: Eye Laser + FK 

Fatalities: 

+ FK = Head Cannon 
+ FP = Eye Laser 

Ultra: +qp 

Ultimate: *4^ +mp 
Humiliation: + m 


k.— ‘ 


li isnnt«3r 






kr 
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By splicing human 


was captured by 
Ultratech. Hoping to 
prlve these alien 
beings to be inferior, 
Ultratech forces him 


and reptilian genes, 














Special Moves: - 

Lasa-Ken: i ^ -* + any Punch 

Niguu-Girl: *4<tf+FP 

Ichi (Ni-San): ^4<tf+QP 

Fire Cal: «-» + any Punch 

Flick Flak: «-» + any Kick 


Combo Breaker: Flick Flak 
Linker: Fiick-Fiak + mk 
Fatalities: 

+ QP = Strip 


Valid Opener Example: 

Fire Cat IV1P + FP 


End Specials: 
Spinning Sword FP 
Lasaken FP 
Flicl Flak MK 


+ QK = Frog 

Ultra Combo: + mp 
Ultimate Combo:-* ^-i^<-+mk 
H umiliation: ^4 -^+fp 


Special Moves:- 

Flaming Bat: i * <- + any Punch 
Howl: ^ \ * + FK 

Sabre-Pounce: Charge*—*+ FK 

Sahre-Cut: Charge*-^* MK 

Sabre-Roll: Charge*—>+ OK 

Sabre-Spin: Charge*-^* any Punch 
Sabre-Spin (rev.): Charge -»«-+ MP 


Valid Opener Example: 

Saberpounce + MP 


Saberroll 

Saberslap 

Combo Breaker: <--*+ any Kick 
Linker: Saber-Spin + MP 
Fatalities: 

*—»-*MP = Puppy Pounce 
«-«-+ MK = Canine Claw 

Ultra Combo: -><- + qk 


Ultimate Combo: 4,^-* + fp 


Humiliation: -*-*-*+ op 




k: 
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End Specials: 
Saberspin QP 
Saberpounce 



HEIGHT-5’7” 


the undisputed heavy- 


Spinal's origin is 
closely guarded 
secret ot Ultratech. A 
secret branch of tha 


weight champion of 


years straight. He 


corporation, usinra 
variety of special m 
techniques, have OTc- 
ceeded in reviving^ 
ancient warriqj^/ith 
only the vaguest of 
memories of his past 
life^pinal knows 
M# to do only one 


opponents. *He now 


Special Moves: -— 

Power Line: Charge*-»+ FP K.O., Spin Fist, or Fast Flying Knei 

Rollercoaster: Charge*-^+ IVIP 

Spinfist: Charge^—>+ QP Combo Breaker: Knee Moves 

Flying Knee: Charge*--»+ FK , , „„ 

Knee K.O.: Charge*— »+ MK Linker. Spin Fist + OP 

Fast Flying Knee: Charge*—»+ QK 

Turn Around Punch: Charge*—»+ QP 

Cyclone: Charge FP then release 


j>neieport: * * + any Kick or Punch Combo Breaker: Bone Shaker 

Power Devour: <-+ hold OP 

Searing Skull: l *-»+ any Punch ■ jnitpr- cnm cwnm * mp 

(After charging shield with projectile) LIIIIlBr. oOUI oWOru + IVIP 

Soul Sword: <—»+ MP 

Boneshaker: -»-> +any Punch Fatalities: 

Super Searing Skull: ^i^FP *-*-<- +MK = 6 Feet Under 

(Alter absorbing projectile) , , , 

Sliding Kick: *4^ + FK + QK = Scimitar Stab 

Valid Opener Example: Ultra: a. +fp 

Bone Shaker MP + MK 

End Specials: Ultimate: *+«. op 

EXUTZZm Humiliation: «*«.,« 


Fatalities: 

*-^->MP = Neck Breaker 
4r ^i-> + FK = Taste The Screen 

Ultra: -»<- + fp 

Ultimate: 4^«- + mk 

Humiliation: 11 + op 


Valid Opener Example: 

Rollercoaster + FK 


End Specials: 

Powerline, Roller Coaster, Knee 





Wrong...sort of. You can’t do an ultra fireball selections per character. tials, and the computer Keeps track of win/loss 

war, but check this out. At a lull-screen dis- The graphics are great, and Kl’s audio is also records and who’s turn it is to fight. Random 
tance, if you throw a fireball and Jago Wind near-nirvana. The only thing really missing are select is included, and get this: you can force 

Kicks through it, you can just barely Dragon certain voices, such as combo announcements someone who's on a long winning streak to 

Punch his loot...why? Because of the reduced and the names of the characters. However, voic- AUTOMATICALLY have to use Random! There’s 

sprite size! es such as “Ready” and “Combo Breaker” are also a Practice Mode, which is something I’ve 

Okay, so you can tell this game has definitely included. EVERY single music track Irom the always wanted in fight games. In this mode you 

been SNES-ified...as a whole, how does it look? coin-op is here, and, yes, EVERY sound effect as can practice combos on an enemy who doesn’t 

Still INCREDIBLE! Disregarding the touches from well. The audio is nearly identical...the quality is move and never ever dies! All right! Finally, in 

the coin-op that are gone, Kl has [in my opinion) shocking. And here’s a bonus: the first two mil- one-player mode there are seven difficulty set- 

the best graphics ever in a SNES fighter. The ani- lion conies of Kl will include a free CD sound- tings, and your ending’s length is determined by 

mation’s incredible and smooth. There are many track—better get in line! the difficulty level, 

unparalleled effects such as ground reflections, Other details just match the arcade step for There are many lighting games out there, but 
light sourcing on the characters, and a special step. Almost all the backgrounds are here; only only three are currently considered "major” 

scaling/falling scene when you beat the final the 3D sky background is gone. Everyone’s end- lighting games: Street Fighter, Mortal, and Killer, 

boss Eyedol (there are actually two ways to beat ings are the same as they were in the arcade, If you love Kl in the arcade, the SNES version is 

him)! Unbelievably, there are certain effects that only the SGI endings couldn’t he used, so for you. It you like fighting games in general, hut 

WEREN’T even in the coin-op...for example, in instead there are fully-animated game graphics have never played the arcade KL.you’re just a 

your SGI still-frame win animation, your charac- (and text instead of voice). loser who doesn’t get out enough! Check out Kl 

ter’s color actually matches the color palette Kl has quite a lew new options specific to the SNES, it’s worth your time, 

you chose during the fight. By the way, you can home version. There’s a special Tournament 

choose Irom between four and seven color Mode where eight players get to enter their ini- —The Enquirer and-Slasher Uuan 
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SQUARES 

Ojj'O 


\ SQUARE • 32 MEG \ 
\ ROLE-PLAYING j 
1 PLAYER 1 
• AVAILABLE SEPT. 


For me, the greatest RPG (if not the greatest game) of all time is Square’s mind-wrench- 
ingly blissful Chrono Trigger. There is one reason for this... the Dream Project Team: Hironobu 
Sakaguchi, the creator of Final Fantasy, Yuji Horii, the creator of Dragon Quest and Akira 
Toriyama, the most powerful artist alive today and author ol the recently-concluded Dragon Ball. As a devout tan ol 
the original, it’s extremely satisfying to see such an excellent translation of the Japanese text. Most Americanized 
RPGs are filled with unexciting, mundane and often chock-full-o’-Engrish text, but, as usual, Square's masterful team 
of translators has come through with a surprising lack of name changes (YEAH!) and virtually no alterations to the 




You play the part of Crono, (Yeah, no “h...” the game allows lor only live letters per name) a young boy that soon 
becomes caught up in a quest to save the future from an ancient, sleeping evil. It all begins when he bumps into 
Marie, a young girl visiting the kingdom of Guardia’s Millennial Fair in AD 1,000. At the festival, Crono's best friend 
Lucca is debuting her latest invention: the Telepods, devices that're supposed to transport people or things from place 
to place. When Chrono tries the ‘pods and reappears in one piece, Marie decides to give them a try... yet her pendant 
reacts strangely to the device and a rip in time opens before the assembled group's eyes. Marie is transformed into 
points ol light that disappear into the tear, and the only trace left of the girl is her pendant lying in the Telepod cham¬ 
ber. Being the courageous young lad that he is, Crono elects to wear Marie’s pendant, enter the time-rip and follow 
her. When he emerges, (after a super-trippy line-scrolling, transparent color-cycling tunnel sequence) he finds has 
been transported to the year AD 600! 

The highest pinnacle ol 16-bit glory thus far is undoubtedly Chrono Trigger. As you can see from these shots, CT is full of frighteningly 
detailed backgrounds teeming with enough mega-scrolling, color-cycling, transparent, and/or warping effects so as to cause perma¬ 
nent iiain hramann Vo.. i.a»o un/cD seen belief hand-drawn graphics on the SNES. I wish I could express to you the pure exaltation at 
creen. These shots may look amazing but the difference between still and moving CT screens 
moving, grass blowing, sparking, undulating water, flickering rainbows, transparent shad¬ 
warping sand storms, and some of the wackiest "How the heck did they do THAT?!” 
ime resplendence. Yasunori Mitsuda (the musician from Secret of Mana) supplies 
CT with more than enough aural power and the god-like 
Nobuo Uematsu (of FF fame) contributed a select few 
tracks before he left Square for his little mid-life crisis 
(“I am 35, and there are many things I have not yet 
done with my life, so I am quitting music...”) 







1995 Square, © 1995 Bird Studio/Shueisha. Art by Akira Toriyama. 
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I’ve never played a game that seemed more painful at first glance yet turned out to he the complete opposite ot what I initially expected than Nintendo's 
EarthBound. I was rather suspicious of the fact that the delayed-for-years Japanese original, mother 2, had sold millions ol copies in Japan: “They love fruitiness 
like Derby Stallion and those chick simulations over there," I mused. However, EarthBound is indeed an excellent and ultra-original game, and luckily it’s coming 
along at a time when the American RPG market isn't exactly flooded with a vast amount of titles. 

Before I continue, I must make one point: The graphics look the way they do on purpose . It’s not that the game’s artists were lame or anything, they were trying to 
evoke a nostalgic, 8-bit feel reminiscent ot the original Mother 1. Of course this means nothing to you or I, people who have probably never played Mother 1. My 
advice is this: If you can get past the graphics, which tor me was actually rather easy, you'll find a game chock-full of much impeccably-translated mirth and 
hilarity with a damn tine story. Contrary to what other mags have said, EarthBound is NOT an “entry-level” RPG or a “child’s game.” You simply have to get past the 
graphics, and you'll find a highly intelligent, captivating game. 

The coolest aspect ot EB is it's theme and storyline, as with any good RPG. I can’t remember ever having played a “real world” RPG that took place in a facsimile 
ol today's society. When was the last time you used your ATM card to gel cash, order a pizza, took the bus to the next town or simply called home to Mom for solflF 
moral support in a video game? I bet you’re answer is ‘never,’ which is precisely why EarthBound is so enthralling. Don’t think the game is entirely comprised of ■ 
mundane, everyday tasks, either... EB is jam-packed with aliens, UFOs, Worthless Protoplasm, Struttin’ Evil Mushrooms and... uh... New-Age Retro Hippies! 

sfe The art is obviously not that exciting, but the battles do sport genuinely impressive line-scrolling, transparent and/or color-cycling 
■ backgrounds that stills cannot accurately depict. Also very cool are the spell, or PSI effects, as you can see 

here. The battles are easily the most technically impressive thing in EB, which unfortunately isn’t saying 
much. But, as I’ve said before, this game is not trying to be fancy. The tunes are very, very good as well, 

ranging widely from bluegrass country, to Metroid-ish ambient, to techno, to rockabilly and to the odd happy ” 1 

M Nintendo track. „ t * 

m ^^^B If you love RPGs, you really must buy EarthBound. At first glance the game may not seem like much, but a _ ' f 

rich and involving adventure hides just beneath this game’s clearly 8-bit veneer. While not as mind-blowing " "" II 


ply because it’s so wacky, original and 
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Contra and Midnight Resistance are the hallowed names of two games which command plenty of 
respect and reverence within the enthusiast gaming community. Subsequently, it is more than a little 
odd that more game companies haven't provided this hungry group with more similar titles (can you 
say “guaranteed sales?") 

Well, it looks as if Playmates has seen the writing on the wall with Mutant Chronicles: Doom 
Troopers for the Super NES. As one would guess from this preface, Mutant Chronicles features 
intense shooting action reminiscent of Midnight Resistance and Contra, but with a more contempo¬ 
rary flair. What I mean by contemporary is, that some of the levels bear a striking resemblance to 
previous high profile games. For example, the jungle level is similar to the first level in DKC, the fire 
level reminds me of a cross-between Planet Heck and The Junkyard from Earth Worm Jim and the 
first level in MCDT has a T2-esque look to it. 

Although our preview version was early Chronicles has plenty of potential. The graphic detail is 
impressive, with features like deep line-scrolling, smooth, rotoscoped characters, and enemies as 
well as the excellent Tommy Tallarico tunes. The control has yet to be tweaked, as does the roto¬ 
scoped character animation and Al. Additional levels, more special FX, and additional play mechan¬ 
ics are yet to be added. We ll keep a close eye on this title as its development progresses. -K. Lee 










NAMCO/VISUAL 
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24 MEG • FIGHTING 
1-2 PLAYER(S) 
AVAILABLE AUG. 
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Yup, June 21st has come and gone...no 
WeaponLord. What happened?! Well, the 
game was delayed until late August/early 
September, but it’s 100% complete and it 
looks like it was worth the wait. 

WeaponLord has become very polished 
and smooth.Jt just feels like an arcade 
fighting game for home. Much line scrolling 
was added to the backgrounds, which fea¬ 
ture sick stuff like huge skulls, bodies 
impaled on spears, mountains of bones, and 
this big pit demon statue with a pulsating 
chest and an attitude to match. 

If you’re a hyper fighter, a new feature was 
added in the final version just for you. When 
you do a long combo, the game actually 
SPEEDS UP with each successive hit! There 
are of course the amazing Death Combos, 
which require you to finish the enemy with a 
long combo in order to get effects such as a 
decapitation, de-gut, frenzy death, or body 
pulp. Is that sick and twisted or what? 

WeaponLord seeks to be the king of all 
weapon-based fighting games, we ll tell you 
if it is next month. With Kl and WL on the 
way, 16-bit is finally dead! 



FREE 

GAME OFFER 

Buy 4 games from 
the list below, get 
the least expensive 
FREE. All 4 games 
must be in stock at 
the time of pur¬ 
chase. Offer good 
from 5/15/951 to 
8/30/95 or while 
supplies last. 

GENESIS: Joe 

Montana CD $19, 
ESPN Football $46, 
Streetfighter 2 $19, 
Happ Control Pad 2 
$9, Tecmo Super 
Bowl $29, FI 6 
Wireless Control 
Pad $36, Team 
Player 2 $29, 

Competition Joy¬ 
stick $39, Sonic 2 
CD $34, Chuck 
Rock 2 CD $19 

SNES: Fatal Fury 
$29, Virtual Bart 
$29, Inspector 
Gadget $19, 
Clayfighter $26, Tin 
Star $39, Super 
Soccer $16, Super 
Tennis $16, NBA 
Showdown $39, 
Nigel Mansell World 
Cup Racing $29, 
Mario is Missing 
$29, Daffy Duck: 
Marvin Missions 
$36, Battletoads: 
Double Dragon $29 

GAME GEAR: 

George Forman 
Boxing $16, 
Chakan Forever 
Man $16, Chuck 
Rock $16, Donald 
Duck $16, Majors 
Pro Baseball $29, 
NBA Basketball 
$16, NFL FB Joe 
Montana $24, Surf 
Ninjas $16, 
Vampire $16. 

JAGUAR: Club 

Drive $29, Dragon 
$29, Kasumi Ninja 

Call 

802-767-3033 

Fax 

802-767-3382 

Source 

10343 

Chips & 

Bits, Inc. 

P0 Box 234 
Dept 10343 
Rochester, 

VT 05767 
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Call 

802-767-3033 

Fax 

802-767-3382 
Source 10343 
Chips & Bits, Inc. 
PO Box 234 
Dept 10343 
Rochester, 

VT 05767 
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! around in limbo for a year Demolition Man is finally 
showing up, via the game machine, Acclaim. And U 
, rightfully so. Demolition Man is a good (although yS 
i first generation-ish) Genesis game. To a degree, the § 
i excitement from the movie has long passed. 

However, Demo Man is currently gracing cable sta¬ 
tions nationwide and remains one great sci-fi flick, I 
(largely due to the excellent performance of Sandra 
I Bullock, who re-invented the English language \ 
oh-so joyously. 

The Genesis game loosely follows the theme of 
the movie with scenes from every major action 
packed scene included. You chase Simon Phoenix _- 
out of LA. 1996, get turned into a TV dinner, are latet^ 
thawed to apprehend Simon once again (he's a mur- / 
der death killer ya’ know), and then kick butt (in f -1 
San Angeles 2032) on anyone who’s not wearing a 1 
smock. In case you’re wondering, you never do ¥ 
learn how to use the three sea shells. 

Graphically, DM delivers a dose oi those trade- \ 
mark Virgin graphics with a dark, post nuclear look, y 
The art is very good and the music grinds along 
nicely with the intense action. 

Both side-scroll and Smash TV like overhead f! 
engines are used throughout, and the game is high = 
on play mechanics and diversity. Sylvester shoots , z 
wilh an array of high powered guns, grapples on I 
power lines, jumps and climbs, and grunts exactly t- 
as only he can. This is shaping up to be Quite an 
adventure. We’ll have a review on this glorious 
Genesis game nexl month. -Takahara l 


DiMOLiTiSN MAN 


ACCLAIM • 16 MEG 
ACTION • 1 PLAYER 
AVAILABLE SEPTEMBER 
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Playing Sega 's Comix Zone makes me real¬ 
ize how much I am going to miss 16-bit. 

Have we really seen all the Genesis can do? I 
think the answer to that ciuestion is yes. At 
least visually, I think we’ve reached the pin¬ 
nacle. 3ut when it comes to game design, 
EWJ, Gunstar, Vectorman, and now Comix 
Zone will make you wonder... what would they 
(they being the development community) 
have done next? 

Comix Zone is such a fresh new idea in 
gameplay that I can’t see anyone, even 
those whom have already made the leap to 
32-bit, passing it up. Similar to Ralph 
Sakshi’s ‘Cool World’ which featured an 
artist (Gabriei Byrne) who ultimately gets 
pulled in to the comic book world he himself 
created. Sketch Turner falls victim to a simi¬ 
lar fate in CZ. The evil character in his comic 
wants more than anything to become flesh 
and blood and if it means taking Sketch’s 
place in the real world than so be it. 

The game is set up on actual comic book 
pages with the dialogue unfolding in voice 
bubbles as the action progresses. You meet 
General Alissa Cyan as soon as you enter 
the Comix Zone and she stays with you lend¬ 
ing a hand throughout the entire comic. 

What grabs me the most about CZ is how 
well the designers, artists, programmers 
and musicians were able to pull this thing 
together and make it look and play so well. 
You get Aladdin-quality animation, amazing 
gameplay featuring a combo system, and 
more play mechanics than I can mention, a 
phenomenal story, and some of the best 
sound effects and music I have ever heard 
the system execute. This truly is a break¬ 
through game in every sense of the word. 

There are many paths to take as you 
embark on each page, so the more you play 
the more you discover. Discovery is key in 
Comix Zone, as you simply will not complete 
a level without thinking, and listening to 
suggestions from Alissa. Some of the 
strategic elements in CZ are unbelievably 
Difficulty-wise Comix Zone pre¬ 
sents a formidable challenge for even the 
| most seasoned gamer and a high re-playa- 
factor due to its many hidden secrets. 

| Not only that the game is simply a joy to 
watch, read, and play. Hey, Sketch's idle con¬ 
sists of him taking off his shoe and taking a 
big whiff, how much cooler can you be? 

Comix Zone is one of the few games I 
show a lot of in the review because 
this format, it really would spoil some 
surprise, and I’d rather leave those 
to you. 

Bottom line, make a purchase here folks, 
and remember, Jim 2, Vectorman, and the 
Nomad 16-bit hand-held are all in the near 
16-bit gaming is far from over! 

-E. 5torm 
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forth all his powers to bring about thirteen com¬ 
petitors: doomed souls from distant times who's 
deaths have left mankind on a path to chaos and 
ruin. Moments before their untimely demise, the 
Eternal Champion pulled them out of harm's way. 

So shall begin the tournament, the winner is rewarded with the life that the 
Eternal Champion has saved once before. After defeating the others, the domi¬ 
nant fighter must prove himself by beating the Eternal Champion, or will die try¬ 
ing. All losers will die. Only the mightiest warrior will prevail! 

There are now some thirteen wily competitors, each with somewhat tweaked 
playing abilities for much smoother play. The graphics from the original have 
been ported over to this version with only 
nominal enhancements made, so rate the 
graphics accordingly. If you liked the cart 
visuals you will be pleased with EC-CD. The 
SGI is certainly a welcome feature. 

Largely improved upon was the sound¬ 
track, which is now provided by 
luscious CD audio. 


impact of, say, Street Fighter sounds. This game's 
ultimate strength is in its storyline, possibly the best 
fighting game story to date. Just what is this being, 
this, Eternal Champion? 

Of course, EC-CD is blessed with one super cool 
(not too overdone) aspect. That is the addition of insanely violent endings to 
matches. Instead of each fighter having his or her own "fatality” move, each 
STAGE has its own death sequence. The death scenes are, to put it mildly, hyper 
violent. The Arterial Red stuff flows like crazy all throughout! 

Sitting down and favorably comparing playabilty in this game versus the 
established fighting game titles is a tough task. The frame rate is a bit sluggish 

so you simply can't put together any nice look- — --- 

ing combos - without taking advantage of the L i V *j 

game's many juggling opportunities. J 

All in all, EC-CD is an enjoyable game. If Sjj| £ 

you're into fighting games and simply can't * A A , 

play them enough, then you should cer- ^ , i|f l I ( < 
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indy was the high quality sound samples 
and music, soinlhis area the Genesis 
Indy lias a tough act to follow. 

One thing is tor sure however, the 
\ gameplav feels every bit as tight as the 
SNES Indy and all . 

tic'- the play 

% mechan- Wp 

ics are y 

present. 

Look for • 

Indy and a 

subse- Yi* /Ssg* 


Last year, JVC brought us The 
Indiana Jones Trilogy tor the SNES, 

With Indy's popularity still high here in 
the States (as Movie #4 goes into pro- - 
duction), it wacinevitable that a 
Genesis version would follow. 

Other than a slight loss in character 
detail and color, the graphics are exactly 
the same in the Genesis Indy. Even all 
the Mode-7 special FX (the rotating 
boulder in the first level and the down¬ 
hill sled ride for example) have some¬ 
how been faithfully re-created, and with 
convincing results. Although the game is 
unfinished at the moment, U.S. Gold has' review 
assured us that each and every level this Fall, 
from the SNES game will be included* so -K.Lee 
expect a Star Wars length adventure. One 
thing that really stood out in the SNES 


MiMiiti:. 












X-BAND 

Goes On-Line! 

It's 10 p.m. on a Saturday night. Your brother’s 
out on a date and you’re sick and tired of playing 
the boring CPU opponent on Super Street Fighter 
II. What to do? Plug in your X-Band, dial into the 
local number, and...presto!, you’re instantly con¬ 
nected wjth a REAL LIFE opponent somewhere 
else in the U.S. 

You have no way of knowing anything about this 
guy. His name is “Whizzer," and his taunt says “I 
haven't showered in days, luckily you can’t smell 
me" Hmm...sounds full of himself, huh? He sum¬ 
mons Dee Jay, and you pick Ryu...easy victory! He 
switches to E. Honda and hundred hand whacks 
you to death, 1-1. The battle rages back and forth, 
until finally it’s 4-4. He chooses Cammy hoping to 
throw you off as you stare at her beautiful thighs, 
and you bring out ol’ Sagat: It's close, he tries to 
cheap you with a mule kick...Tiger Uppercut! You 
win 5 games to 4 and earn an additional credit, 
and he is defeated. Hit the showers smelly!! 

America...On-Line 

This is what it’s like on X-Band, the first-ever video 
game modem in Ihe U.S. Here's how it works. You pur¬ 
chase either the SNES or Genesis version, then spend 
a flat rate ($4.95 or $9.95 per month) tor access privi¬ 
leges. You get to create an on-screen persona (the X- 
Band can save up to tour of ’em), complete with your 
own icon, bio info, and taunt. Both you and your oppo¬ 
nent must own the game you want to play, and you 
can't play Genesis vs. SNES or vice versa (for now). 
Once you've got it all set up, you plug in the game you 
want to play and hit Start. The modem AUTOMATICAL¬ 
LY dials into a local number which is an X-Band serv¬ 
er, and searches for an opponent who has also dialed 
in and wants to play. Once an opponent is found, either 
you will call them or they’ll call you (it's random who 
has to place the call). Then away you go! 

When you connect, it’s more than just fun and 
games—you're playing lor status. Your persona has a 
ranking, starting at white belt and progressing all the 
way to black belt. Each time you win you get a point, 
and you must earn many points to advance in ranking. 

Practice is impor- 

~ ~ “ tant, because X-Band 

is planning to hold 
on-line tournaments. 
In fact, tournaments 
were held on five dif- 
ijpj ferent Genesis 

games last March, 
each with a grand 

_______| prize of a cool 

$1,000. 


Cruisin’ the Net 

X-Band otters a tew features beyond just head-to- 
head game play. When you log in you can check out 
news and announcements for X-Band users. Your per¬ 
sona also acts as an e-mail address, so it you want 
you can send e-mail to anyone with an internet 
account. You can also send “X-mail’’ to any X-Band 
opponent you’ve ever played and stored in your 
records. Typing in mail with the hunt-and-peck inter¬ 
face is slow and annoying, but the good news is X- 
Band is planning to release Genesis and SNES key¬ 
boards in August for around $35 each. 

Parental 
Discretion 

Considering that you 
can play opponents 
across the country, 
there’s a big potential 
for little Jimmy to run 
up the family phone bill 




to astronomical figures. Fortunately 
X-Band provides ways for parents to reign in X-Band 
usage. Parents can choose to control the number of 
hours a player can spend on X-Band, and whether the 
user can call long distance opponents or only local 
opponents. X-Band and MCI have also teamed up to 
offer a special rate: $3.95 per hour for any X-Band 
calls to anywhere in the country. 


more people to play. Another annoyance is you can’t 
call a friend DIRECTLY, you must both first call the X- 
Band server. You can search for each other on-line, but 
this is still a bit obnoxious (although effective). 

If you’re wondering whether or not X-Band ever 
“changes" games, the answer is yes...but only if it’s a 
major bug. For example, in NBA Jam there’s a bug 
where the wrong team occasionally gets credit tor a 
score. X-Band has 
corrected this so it 
never happens on¬ 
line. 

Coming Soon 
Overall X-Band is 
a great deal of fun 
and a terrific value 
for the price, but 
the X-Band people 
really need to get their act together on the rules and 
cheating prevention. X-Band is now available in five 
markets: New York, Los Angeles, San Francisco, 
Dallas, and Atlanta. The X-Band will be nationwide by 
year's end, but if you just can’t wait you can call the 
800 number to order it. 

In the future, X-Band is considering support for 
PlayStation, Saturn, and Ultra 64...one of the 32-bit 



How Does It Feel? 

So, with all its features, how fun is using the X-Band? 
Well, overall it’s surprisingly good. The modem is a 
painfully underpowered 2400 baud, but amazingly 
game play is fairly responsive. However, you will def¬ 
initely notice a bit of a lag while playing the game 
(your commands aren't always 100% precise). For 
example, doing a Ryu Dragon Punch works but just 
teels a bit off. The farther away Ihe opponent is, the 
worse the lag lime. 

X-Band has a few other major problems you should 
know about. First, the Genesis version has no way to 



add a prefix or sulfix to a number, and the SNES ver¬ 
sion only offers a prefix. What this means is that if you 
must dial “9” before any number, you can’t use the 
Genesis X-Band. And if you must dial a multi-digit ID 
code after any number, you can’t use either version. 

Another problem is on-line plug-pulling and cheat¬ 
ing. A lot ol players HATE losing, so if they’re about to 
lose they'll simply disconnect during the match. I per¬ 
sonally think that whoever is ahead should automati¬ 
cally win when there’s a disconnect...hul X-Band offi¬ 
cials say at this time they can only issue warnings to 
those who disconnect. That’s a pretty crappy way to 
handle it in my opinion, because at least half of all 
opponents disconnect right before they lose. X-Band is 
working on ways to detect who disconnects so they 
can be punished, but the detection isn't working with 
100% efficiency yet. 

On the subject of cheating, people go beyond just 
disconnecting. You know how in the Genesis SSF II 
options menu, you can switch the controller from 
human to CPU control? Well, I was playing someone 
on X-Band and the jerk switched me from human to 
CPU control so I couldn't play. He then beat the CPU 
and got the victory! 

Finally, one other problem: you won't always find an 
opponent. If you call during evening or on the weekend 
you can usually find someone, but if you're calling at 
4 a.m. on Tuesday, don’t expect to lind an opponent. 
Hopefully, as more people buy X-Band, there will be 


modems should be out by the end of ’95, with the oth¬ 
ers due sometime in '96. The company also claims to 
have 200 game developers signed on, which should 
mean certain future games will be “optimized” for X- 
Band and have special features pre-programmed for 
the modem. And here’s the coolest news of all: the 
next-generation X-Bands will be equipped for multi¬ 
player action by the end ol ‘96. Just imagine, eight- 
player X-Band Doom over a server! 



X-BAND FAST FACTS 


• Price: $29.99 (either version) 

• Blockbuster Special Offer: buy X-Band 
for $19.99 plus get four free game 
rentals (expires mid-August) 

• You pay for all long distance 
phone charges 

• $9.95/month for unlimited connections, 
or $4.95 for 50 connects 

• $3.95/hour for the MCI 
X-Band Nationwide plan 

• Mail order: 800/X-4-XBAND 


X-BAND GAMES LIST 

GENESIS SUPER NES 

Current: Current: 

Mortal Kombat Mortal Kombat II 

Mortal Kombat II NHL Hockey ‘95 

Madden NFL ‘95 NBA Jam TE 

NHL Hockey ‘95 Super Street Fighter I 

NBA Jam Madden NFL ‘95 

Super Street Fighter II Future: 

Future: Killer Instinct 

WeaponLord WeaponLord 

NBA Live ‘95 Comanche 
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SPECIAL ANNOUNCEMENT TO 
TECMO SUPER BOWL FANS 


This fall, Tecmo will be releasing TECMO SUPER BOWL III: FINAL EDITION for both Super Nintendo and 
Sega Genesis systems. 

Because of the unusually high demand forTecmo Super Bowl II last January, Tecmo would like to assist you in 
obtaining a copy of TECMO SUPER BOWL III: FINAL EDITION from your favorite retailer. 

In order to avoid the shortage problems which occurred with Tecmo Super Bowl II, Tecmo is making a special 
priority shipment program available to retailers and distributors, who choose to participate, from JUNE 15, 1995 TO 
AUGUST 1, 1995. 

Tecmo encourages you to go to your favorite participating retailer and reserve a copy of TECMO SUPER BOWL 
III: FINAL EDITION by placing a non-refundable deposit between JUNE 15, 1995 AND AUGUST 1, 1995 

In order to assist you,Tecmo suggests that you fill out the reservation/deposit form below and drop it off at any 
participating retailer. 

TECMO SUPER BOWL III: FINAL EDITION 

CHECK OUT SOME OF THE NEW FEATURES: 

• New, updated player rosters 

• New character edit mode 

• New NFL expansion teams 

• New Free Agency mode 

• Better graphics and sound 

TSB III: FINAL EDITION - THE PERFECTION WILL BLOW YOU AWAY! 


SUPER 
BOWL III 



! TECMO SUPER BOWL III: FINAL EDITION! 

RESERVATION/DEPOSIT FORM: I 

i Dear Retailer: 

| The customer whose name and address is listed below wishes to place a non-refundable deposit on Tecmo Super ] 
I Bowl III. Please contact your local game distributor and/or your central buying office for specific instructions. 


Amount of Deposit $ . 


Address _ 
J City_ 


Store Stamp or Receipt 


Reserve me_copy(s) of Super Nintendo Q or Sega Genesis Q 


TECMO SUPER BOWL III: FINAL EDITION should be available in October of 1995. 
Watch this magazine for late breaking updates regarding game features and when 
Tecmo Super Bowl III: Final Edition will be in stores near you. 



m 0 GENESIS".# 


bByeEsC 

© Tecmo, Ltd. 1gMTECMGfMa a registered tradenwh fysttm'' Nintendo ‘°supn WSH^^iclS^HMAriTrar^aABniTted* 

All rights reserved. Licensed Nintendo E e „feSme"nt Rating Software Board. For information about the ESRB ratings, please contact the ES 

Tecmo, Inc. • 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 787-2900 Fax (310) 787-3131 


























ft figures. The greatest baseball game of all time is released 
in Japan...and Sega of America isn’t going to bring it out in 
the U.S. until the end of this year. If you want to experience 
the ultimate baseball game, get your Saturn fixed to play Jap 
CDs and pick this one up RIGHT NOW! It’s that simple. 

Greatest Nine’s game play is almost perfect. The control is 
like other games, but (at last!) uses all eight buttons (includ¬ 
ing L and R) for commands. Pitchouts, leads, sliding left and 
right on the mound, adjusting fielder posiiions...very nice. 
You can even swing for different effects, such as a grounder 
or long ball. 

Overall I loved the game play, but I really hit the floor 
when I saw the graphics of this visual masterpiece. 
There are four Gouni ‘em four different camera angles 
lor fielding, which vary from right on the field (Low) to 
blimp s-eye-view (High). You can also choose 
Random, which cycles through the views every play, 

'f or Chase, which is 

sort of a behind- 
the-ball cam. I 


couldn't believe the smoothness of the view and 
camera scrolling—there’s no jerkiness whatsoev¬ 
er! 

Greatest Nine features authentic Japanese big 
league teams and running commentary. You can even 
r ^Spoose from SIX different announcer dialects. This has 
to be the single most entertaining aspect of the game: 
listening to play-by-play in Japanese, trust me, it’s even 
better than a poorly-dubbed kung fu flick. The cinema 
scenes and stats screens are all rendered, and the hip-hop 
intro is actually pretty jammin’. 

Greatest Nine is a game with REAL lasting power. It’s fun 
and fast-paced for two players, and you get plenty of options 
such as several stadiums, day/night select, and control over 


SEGA OF JAPAN 
SIMULATION • 1-2 PLAYER(S) 
AVAILABLE NOW JAPAN 


MEDIUM 























require you to hold C. I 
wish these two commands 
were activated by ditterent 
buttons. Considering the 
above minor drawbacks, 
I’d say GN just isn't quite 
100% optimized tor the six- 


button controller...maybe 
next time. 

Other than my minor game 
play criticisms, the only 
thing I wish GN had was 
U.S. major league teams 
and players...but I can’t 
wait around until the end of 
this year. Now’s the time, 
the boys of summer are 
here (from Japan)...play 
ball! 

—Cal Cavalier 
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PEBBLE BEACH 
GOLF LINKS 


1 am so happy, the Saturn is here 
1 and already Sega Sports has a mega 
■0 line-up on the way. Daytona's out 
j there of course, and so is Pebble 
l Beach Golf Links, a superb golf sim 
J from the masters at T&E Soft. 

Pebble Beach is a complete pack¬ 
age. First off the graphics are incred- 
i ibie, combining sharp flat-shaded 
polygons during the 3D ball-cam 
— view with awesomely detailed 
PI graphics during the still 
t "swing" shots (you'll 
B swear you Gan see every / 
blade of grass]. There I 
t are also oodles of FMV ^ I 
- displays, which are a 
: bit grainy (not quite VHS 
j quality), but many jumps 
better than the FMV you're 

_ accustomed to in Sega CD 

games. The FMV features hole sum¬ 
mary's by the great Craig Stadler as 
he points out strategies and intrica¬ 
cies for each hole. 

There's an array of game play 
options, including match play, tourna- 
, ment, or the skins game. The control 
is very nice and has new options not 
i found in previous golf carts such as 


PGA Tour. For example, you can 
adjust your tee-off placement or your 
foot position. T&E Soft has a shining 
track record with golf sims, but the 
company outdid itself with Pebble 
Beach. All the extras like topographic 
maps, realistic physics, ball effects 
in bunkers, and wind provide the pre¬ 
cise (and occasionally unpre¬ 
dictable) game play golf enthusiasts 
want. 

The game play may not 
* be many steps ahead of 

PGA Tour (my favorite 
golf sim until now), but 
add in the graphics 
/ and this one is a must- 
'V play. There is some 

access time, but it's not 
too bad. 

Really, the only thing miss¬ 
ing from this disc are more courses— 
there's only one, Pebble Beach. 
However, there are many treats and 
features to keep you happy, such as 
the ball-cam, replays, and a save fea¬ 
ture which even records "miracle 
shots." Occasional golfers will like 
Pebble Beach, but diehard dutfers 
will love it. -Cal Cavalier 
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I Welcome back, Street Fighter Alpha got 
I moved up and (surprise!) should be in nation- 
i wide release by mid-July! Quick review: Overall, 

1 SFA is a very worthy addition to the series. On the plus side, the graphics for 
i (especially Sagat and Guy) are astonishing, auto-blocking is now gone (thank god), 

I game is hyper fast. The Alpha Counters add a lot to the strategy, and the three-Level Supe 
system is a welcome ugrade. On the other hand, SFA's negative points include a disappoint¬ 
ing lack of enough backgrounds, less-than-spectacular parallax, not enough characters, anu 
my personal distaste for air blocking. I also wish Birdie looked/played more like he did in SF 
I can’t place it ahead of SSF2T because Turbo had six more playable characters (not cou 
ing possible hidden characters), but SFA is definitely one of the best fighting games of all time. 

■ SFA's game play is still Street Fighter, and that's what counts the most! Check out the follow- 
*£ ing strategy guide, and stay tuned to GameFan for updates as new secrets are dlscov- 
ered! —Slasher Quan & Nick Rox ' 


In SFA characters can now store up to THREE Super moves. Even Super Move also now has three levels of effectiveness, corresponding to the three 
levels ol the Super meter. When you do a Super move, the number of buttons you hit determines which level is used. For instance it you do Ryu s 
Super Fireball (the Vacuum Fireball) and hit one punch button. Level 11s used. If you hil TWO punch buttons Level 2 is used, and il you hit all three 
punches Level 3 is used. (Extra tip: TAPPING the button sometimes increases the effectiveness ol the Super, i.e. Guile's Sonic Break.) 

So il your Super meter is charged to Level 3, you could do either one Level 3 Super, a Level 2 Super followed by a Level 1 Super, or three Level Is in 
a row...you get the idea. Higher-level Super moves do more hits, do more damage, have better range, and have better invulnerability than lower-level j 
Super moves. Level 2 is only a small jump In damage over Level 1, but Level 3 is a huge jump over Level 2. Three Level 1 Supers generally seem to do| 
more damage than one Level 3 Super. 

SSSr that only certain attacks, such as Ryu’s jumping Strong, could “juggle'' an opponent in the air. Juggle hits not involving 
a Super were limited to three hits. Juggling has changed greatly in SFA; any attack can now initiate a juggle comho. To actually juggle your opponent 
alter the first hit. you can still only use moves which juggle by nature (such as most Super moves or Sagat’s Tiger Uppercut). The ability to initiate a 
juggle with any attack is a MAJOR help. This means juggle combos such as Ryu's low Roundhouse two-in-one into a Super Fireball now work. Also, 

“ “ an enemy jumps in Sagat can do a standing Strong two-in-one into a Fierce Tiger Blow (Uppercut)...experiment! 

StreetFighl™mo S sI popular combos involved "two-in-ones,” where you do a normal move and then immediately cut into a special move. For 
example, Ryu could do a standing Fierce and immediately go into the Fireball, cancelling the end ol the Fierce's animatiion. This was awesome bul 
you could never two-in-one a normal move into ANOTHER normal move...until now. Similar to DarkStalkers, In SFA you can two-m-one a normal move 
into another normal move. For example. Charlie can do a low Jab into into a low Forward. This technique is called "chaining normal moves together. 
Almost ALL the combos we show use chaining, so practice...basically you have to hit the buttons very, very last in sequence! 

ALPHA COUNTERS 

This is a guard reversal. Basically, you must first block a move, then IMMEDIATELY 
do the appropriate motion. You will cut out of the block animation and immediately do 
a counter-attack. This works against any normal move, special move, fireball, or even 
Super move. If the positioning or timing is wrong, your Alpha Counter can be blocked. 

Alpha Counters use one level ol your Super meter. Here are some good times to you 
the Alpha Counter: 1) In a corner trap. If your opponent tries to jump out of the corner, 
block and Alpha Counter, which will knock 'em back into the corner, 2) Point-blank 
fireball. Most ACs have enough reach to smack someone who's just thrown a fireball 
from up close. 3) During Supers. Executing a rushing Super against a blocking oppo¬ 
nent is now suicidal. It's easy to Alpha Counter these, often snubbing the remaining 
hits of the Super. Of course, it your meter's not charged, you're pretty much hosed. 

AIR BLOCKING 

Yes. you can air block in SFA. Simply hold Back in the air. This works against fire¬ 
balls, regular attacks, uppercuts, you name it. However, for specials such as upper¬ 
cuts. the attack must be IN FRONT of you lor this to work. If the uppercut is coming 
from below, you can't block. Timing is key! 

GROUND ROLL 

When you're on the ground, simply double-tap the joystick forward to roll away. 

Anyone can do this! _____ 


ARCADE STRATEGY GUIDE 
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The heart of this 
valiant lighter 
has been stirred 
tn relentless¬ 
ness by tales nl 
“a man ol mys¬ 
terious powers!" 


Dragon Punch 
+ Punch 
"Shoryuken" 


Turn Kick 
-» + Forward 
"Sempukyaku” 


iL-Wi 2< 


Vacuum Fireball 
+ Punch 


Vacuum Hurricane Kick 


In SFA Ryu can augment his traditional style 
with short, offensive bursts. Ryu should try for a 
chain combo ending in a Fireball. If your opponent 
blocks and you get pushed out, either go right 
back on the defensive or use the new Turn Kick to 
hop back inside. Be careful on defense. Ryu's 
Fireball/DP traps aren't as effective anymore! 

If you're playing against a fireball character, be 
careful with your Super moves. When you see 
your opponent throw a fireball, quickly counter 
with a Super Fireball. Resist the temptation to 
throw Supers randomly. Getting only three ticks of 
blocked damage from a Super is a waste. Also, 
Ryu's Hurricane Kick now EASILY passes over any 
projectile other than Rose's or Sagat's High Tiger! 


Triple Kick Chain Combo (3 Hits/Beginner) 


3) Low Roundhouse. 


Vacuum Super Juggle Combo (6 Hits/Expert) 


e. _ 2) Standing Fierce. 3) 2-in- 

SPECiAL MOVES 


i the Vacuum Hurricane. 


On the road 
in search of 
Ryu, the 
man who 
felled Sagat! 


Fireball 


;UPER MOVIES 


Alpha Counter 
:k&«-*4. + Punch 


Ken is best when played offensively. His 
Ground Roll goes through fireballs, so getting in 
should he no problem. His Hurricane also passes 
all fireballs except Rose's and Sagat's High 
Tiger. There are several things Ken can do once 
he gets inside. One possibility is to simply do a 
chain combo, throw a fireball, and get out. A 
more stylish alternative is to two-in-one a Roll 
onto the end ol a chain combo, and keep attack¬ 
ing! Using diflerent Rolls, Ken can roll either 
right in Iron! of his opponent (for another 
combo), or through his opponent to the other 
side. Rolling through takes longer, but if you 
catch your opponent napping, you can combo 
them belore they switch their block. 


Hurricane Chain Comho (4-7 Hits/Intermediate) 


mow Short. 2) Low Forward. 

Super Violent Dragon Combo (6 Hits/Expert) 





The search for 
her lost father 
has led her to 
become a cop. 
Now on the 
I trail of a drug 
I cartel! 


Spinning Air Kick 
-L hold T + Kick 
"Tensho Kyaku” 


Fireball 

«- hold ■* + Punch 
■Kikoken" 


Lightning Kick 
Press Kick rapidly 
• Hyakurelsu Kyaku" 


super movies 


I Spinning Shadow Kick I 
* hold T + Kick 


"Senrelsu Kyaku" 


Ctiun-Li's new Axe Kick makes her a much more etlec- 
tive up-close lighter. Use a combination ol Roundhouse 
Axe Kicks, low Forwards, and low chain combos to push 
your opponent into the corner. Since you're doing lots of 
low attacks, you should almost always have a Spinning Air 
Kick charged. Use this to punish anyone who tries to Jump 
out of your trap. Once you've got this basic strategy down, 
really start to mix things up. Try pseudo combos like 
standing Short, low Forward, Roundhouse Axe Kick. This 
isn't a true combo, hut it forces your opponent to switch 
between high and low blocks. Once you have your oppo¬ 
nent cornered, keep poking around, and it you see them 
try tro counter-sweep, hit 'em with a Thousand Burst Kick. 
The key to doing the Expert combo is to start the motion 
tor the next Super early. Start doing the Power Storm 
when Chun is almost done with her Thousand Burst Kick, 


Low Chain Combo (3 Hits/Beginner) 


3) Low Roundhouse. 


1) Low Jab. 2) Low Strong. 

Triple Super Corner Combo (10 Hits/Expert/Corner Only) 


3) Spinning Shadow Kick. 


Wounded in 
the chest by 
Ryu and burn¬ 
ing with the 
g* desire for 
revenge! 


Low Tiger Shot 
J- *-» + Kick 


SttPH^HOVlS 


Alpha Counter 
Block & 4- + K 


Tiger Cannon 


Tiger Genocide. 


Sagat is slow on the ground, so avoid run¬ 
ning around. Hold your opponent at bay with 
Low Tiger Shots and make them come to you. 
The High Tiger Shot is ideal for snuffing leap¬ 
ing specials, such as Guy's Air Slam and 
Aden's Jaguar Kick. Sagat’s kicks have excel¬ 
lent range. Use them to poke at an opponent 
who manages to get through your Tiger Shot 
defense. 

All three of Sagat's Super moves go through 
Fireballs (the Tiger Rage must be Level 2 or 3, 
but the other Supers go through Fireballs at 
Level 1). Use lots of fakes and be patient, 
eventually your opponent will mess up and 
throw a FirebalL.do the Super on reaction! 


Chain Uppercut Combo (3 Hits/Intermediate) 


2) Standing Strang. 


II Standing Jab. 

Crossing Genocide Combo (7+ Hits/Experl) 


3) 2-in-1 into the Tiger Genocide. 


2| Standing Jab. 


1) Deep Cross-Up Forward. 








Operating as a 


tone wolf, he 
seeks to expose 
shady dealings 


SUPEH MQvis 


Crossfire Blitz 


Cftartje lacks Guile's range m Iris kicks, demanding a jitter- 
| ent style of play at high levels. Use the Flash Xick early te kick 
j over close fireballs am hit your opponent At tines, you can 
; even use it to tick away blocked energy, landing far enough 
away lor retaliation. Charlie steuid he played ottetsively, 

: Follow your Sonic Booms in and push your opponent into the 
| comer. Once Ihere, mix up Sooic Bopm cerates with throw 
■ attempts, and get your meter high enough u Se a Level 2 Super, 
1 From there, you can use your Cross Fire Blilz (Level 2 or higher) 
0 punish a close-range fireball attempt A good cheap tick is lo 
hit the enemy with your Longing Forward 'which is now a top- 
down attack), ihen throw them. 

Charlie's Sonic Break can throw multiple Sonic Booms. After 
the lirsl one is launched, you press the Punch button to Brow 
additional Booms (2 at level 1,3 at LZ and 4 at L3), Depending 
on liming, you can make the Booms come out nearly looching 
each other, or over a Boom's length apart While you're doing 
all this, you can he charged lor one mere normal Boom! 


2) 2 Low Jabs. 3) Low Short. 4] Low Forward. 5] Sonic Boom 


Crossing Flash Combo (5 Hits/Expert) 


To hone his skills 
into real fighting 
prowess, this 
Bushin Style 


earning his 
stripes on the 
streets! 


SUPEH MOVES 


Guy is most efleclive when fighting up close. Because of 
this, most people will try their best to keep Guy away. To 
get inside, use the Bushin Air Attack (this will lake you over 
fireballs). Once you clear the fireball, hit patch to fall 
straight lo the ground. Guy's Dashing Crescent is another 
good way to advance on a defensive opponent. Mix things 
up between the flying kick, the slide, and Just running in 
and Brewing. The Hurricane Kick goes through Fireballs, 
Once inside, Guy can use his chain combos to harass his 
opponenL Combine the chain combos with hts up-ctose fly¬ 
ing kicks and elbow smashes, both of which hit crouching 
opponents. Guy can also two-in-one a Bushin Air Attack on 
the end ol any of his combos. This is especially useful 
against super-defensive players. Guys Super Moves aren't 
particularly effective, so Guy is better oil using his chi to 
Alpha Counter his opponent's blows, 

Bonus moves: hold Down-Teward and Roundhouse tor a flip 
kick, and Toward with Strong tor a special rushing punch. 


•Hurricane Juggle Combo 14 Hits/Expert) 


SPECIAL MOVES 

*' J* 

: m*¥ i 

,, -/& 

Sonic Boom 

«- hold + Punch 

Flash Kick 

l hold t + Kick 

Lunging Forward 
-» + Forward 


SPECIAL MOVES 

~T«K T 


f^| 


Bushin Hurricane Kick 
4- *«- + Kick 

Dash Stop 
4si-» + Kick 
+ Short 

Dash Slide 
4w-» + Kick 
+ Forward 

Dash Crescent Kick 
■t-w + Kick 
+ Roundhouse 

Bushin Air Attack I 
- - + Punch - Punch I 
iFir:E«ew,C!Ke=rwi: [ 






SPECIAL MOVES 


sen cm 


Roaming the 
world in 
search of 
powerful 
allies to help 
him rebuild 
the dismantled 


Slide 

i + Roundhouse 


SUPER 


On a mission 
to track down 
evil forces and 
stamp them 
I out with her 
[ "soul power," 


SUPER HOVtS 


Alpha Counter 


Aura Assault 


Rose is a finesse player. She car do some pretty nasty tilings 
to fi retailers. One nice trick is to relied a FB, then tallow it 
with a couple ol slides. You can close the distance to your 
opponent this way and punish them with a standing 
Roundhouse or a 4-hit chain comho. It they try to jump oyer 
their own tirehall, Soul Throw them. 

The Soul Relied is quick enough that you can prance around 
Roundhouse sweep range, reflecting every now and then. Your 
Jab Reflect absorbs Fireballs into your Super meter, Strang 
reflects fireballs horizontally, and Fierce reflects el an up-diag- 
onal. II your opponent likes to push people back with Fireballs 
(as Ryus love to do), yon can relied il and hit them while 
they’re still in FB-stun! Rose's Super Moves don't do much 
damage, which may he her biggest weakness. I lend to use my 
Super meter for counter-attacks, (allowed by 4-hit combos. 

I FanTip: The first lew animation frames ol the Aura Assault 
will rolled fireballs. Time this Super correctly and Rose will 
reflect an incoming fireball, than do her Super lor more hits. 


Excessively Long Chain Combo (5 Hits/lntermediatei 


4) Low Forward, 5) Low Roundhouse. 


1 ] Jumping Fierce. 2! Low Jab. 31 Low Short. 
• Neck Kick Triple Combo (3 Hits/Intermediate) 


3) Standing Fierce. 


2) Low Forward. 


1) Deep Cross-Up Forward. 
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Daikyo Burning 

360° + Kick 

Power Drop 

360°+ Punch 
“Butsometsu" 






























SPECiAl MOVES 


BiRDiE 


Figures the 
III lile at 
a bodyguard is 
lor the birds. He 
hns set out on a 
single-minded 
pursuit ot 
money and 


Dash Headbutt 
«- held -> + Punch 


i Punches or Kicks 


SUPER MOVIS 


Murder Jackhammer 


Alpha Counter 


Center your strategy around the Murderer Chain. This 
moves does the most damage ot any non-Super in the 
game, so it's worth taking a few lumps to do. Use Jab 
and Strong Dash Headbutts to move in while poking with 
Birdie’s slow, but high-priority standing Fierce. The Turn 
Headbutt can be used to pass fireballs! it only requires 
that two buttons be held, so you can charge a Turn Butt 
and still have access to any one punch for kick) button. 


Corner Headbutt Combo (4 Hits/Intermediate/Corner Only) 


11 Jumping Deep Fierce. 2) Standing Short. 

* OJ Combo (3 Hits/Expert) 


effective as the Super itself. 


DJumping Deep Fierce. 


-1 Fierce Murderer Chain. 


ADCfcl 


Seeking to send 
the wounded 
Sagat to his 
death and lay 
claim to the 
title ot "the 
most dangerous 
man alive!’’ 


SUP EH MOVES 


Alpha Counter 
Block & e -12 4 . + Kick 


Adon can be very annoying to Firebailers. All his 
special moves can be used to somehow dodge an 
incoming Fireball and retaliate. Adon combines this 
with good speed and excellent reach on his kicks. 

Mix up different Jaguar Kicks to contuse your 
opponent. Use the Roundhouse Jag Kick to tick 
away damage, and the Short one to lake. If your 
opponent goes lor the fake, run in and combo them. 
Once inside, mix up chain combos with Forward 
and Roundhouse Jag Kicks. The point is to attack, 
then use the kick to hop right back inside. 

Repeating this trap with varied timing can keep 
your opponent on the defensive and force him to 
make a mistake. 

Also try using the Jaguar Tooth as a fake. You can 
do the Short Jag Kick, and make the opponent 
Uppercut. You will land and be able to hit them as 


Corner Juggle Combo (4 Hits/Intermediate/Corner Only) 


IILow Jab. 21 It 

•Super Jag Rush Combo (6+ Hits/Expert) 


DJumping Deep Roundhouse. 
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The above ranking chart is based on about one month of game play at SFfl s test 
site, Gollland in Sunnyvale, Cfl. The above rankings are VERY „< 

preliminary because the 95%-complete chips were only recent- fa uA 
ly installed (supposedly game balance is linal). Alter a lew 
months of release, there is a BIG chance the rankings will , 

change, especially it people discover more ellective ways to play / 

some of the weaker new characters such as Adon and Rose. So, / 

play the game, develop your own rankings, and send them to us at 
GanteFan attention: Nick or Slasher. It we get enough, we ll compile 
the rankings and print a revised chart in a future issue! 


Bison is back, but only as a boss against certain 
characters. He looks much more bulled and power 
lul than belore...he’s one ol the best-drawn charac 
lers in the game! His moves include all his old 
moves, such as the Scissor Kick, Knee Press 
Nightmare, and Head Stomp. He has AT '■$, 
LEAST three new moves: a Psycho Fireball, r 
a Teleport, and a Super Psycho Crusher. 

How much you wanna bet you can play as 
him with a special code? And as tor 
Akuma...we think he’s in the game, but we -- 
haven't seen him yet. 


Different boss f;ghts 


PREUMiNARY RAMriNG CHART 

































ADK has adopted an annoying habit of giving B 
its games VERY misleading titles. Take for R\ 
example last year's World Heroes Jet. The word jfj 
"jet” made me think the game would be faster, ii 
but nooo, it was just as slow as WH 2...very dis- ^ 
appointing. World Heroes Perfect is another 6 s 
misleading title; the game is light years from ss 
perfection. However, the good news is WHP is ^ 
the best World Heroes so far and offers a wide 
range of new game play enhancements. 

Looks like ADK has been listening to the crit- _ 

ics, because many features players have v; 
begged for are included in Perfect. For starters, - 
the game is now a true six-button fighter a la ■$ 
Shodown—you simply hit both punches or both 
kicks together for the Fierce variety. This is a 
MAJOR improvement! Another long-awaited T 
addition are Super moves. The only catch is not ' 
only does your Hero meter have to be charged, = 
but your energy bar has to be flashing red (when i 


you only have about a third of your energy left). 
I wish you could do Supers anytime...but there 
are enhanced special moves which act as 
Supers that you can do without a flashing ener¬ 
gy bar. 

But wait, there’s more...much more! Each 
character has an "ABC Special Attack” which 
can be used at any time in the fight. Each one is 
unique and has different results. For example, 
Johnny Maximum can catch projectiles, Fuuma 
can fake a Super move, and Dragon can catch 
an enemy's attack in his hand and reverse it! 
Some of these ABCs are very effective and cool, 
and some of them are pretty bland (such as the 
taunts which lower the Hero meter). I wish 
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SNK/ADK 
FIGHTING 
1-2 PLAYER(S) 
AVAILABLE NOW 
















every character could do the really useful ones, such as the reversals. 

Another major, innovative addition is the guard drop. Every character 
can drop the enemy’s block, which opens them up for a combo. It's always 
a normal attack, but the exact button is different lor every character! For 
example, Hanzou uses a standing Strong. This is a great new addition to 
the game and has only been done in one other fight game (WeaponLord). 

All 16 characters are back from WHJ, plus two bosses: Zeus and NEO 
Dio. Zeus is amazingly hard as he was before, but fortunately Neo Dio isn’t 
quite as preposterous as Dio was in WH2. The game has some very good 
endings, it’s worth your time. 

Graphically, WHP is a mix of good and just plain old. New animations 
were drawn for every character to accommodate the additional button 
attacks and Super moves, but the old animation frames are lookin' pretty 
outdated even by today’s Geo standards. Fortunately the game has 100% 
new backgrounds and overall they are very impressive, with great paral¬ 
lax and lots o' colors. „ 

One unexpected new feature which really helps WHP is comedy. For 
instance, you absolutely must see Rasputin’s “Squeal Like a Pig” Super 
move...you will fall down on the floor, guaranteed. Let's just say he 
spreads the love. Also, be sure to check out the names of the moves on 
the marquees, they have some of the greatest (or worst) “Engrish” of all 
time, i.e. cheesy, poorly-translated-sounding text. Samples of it are sprin¬ 
kled throughout this layout! 

Overall this article sounds pretty positive so far, but here comes the less- 
than-perfect part. For all its game play improvements, this game still feels 
like, looks like, smells like, and is...World Heroes. That smell isn’t com¬ 
pletely bad, just stale. WHP is definitely an enjoyable fight game, but it 
just feels, well, less than the best fight games. Many of the new features 
seem more like gimmicks than well-developed additions. The hits don't 
feel as solid, the technique is not as smooth...you know, you’ve probably 
played World Heroes before. 

My all-time favorite Geo fighters, in order, are: Samurai Shodown II, 
Fatal Fury Special, and King of Fighters ‘94. World Heroes Perfect has 
many positive new aspects, but much of this game is still trapped in 1992. 
I hope ADK “gives crazy death blow" to all the old code and starts fresh 
with the next World Heroes, I'm ready for all-new animation and sound 
effects. 

—Slasher Quan 


GIVE ' EM CRAZY DEATH BLOW TO PUT 
AN END TO THE FiGHT! 


pF YOU PRESS, AB&C THE CHARACTERS 
SECRET ATTACK EXPLODES! 














Tengai Makyo 
comes to the 
Neo«Geo 


A J i \ The ultra-popular series of PC 

Engine games is coming on full- , " - • 

force this year, with a total of FIVE "** 

Tengai Makyo games within one T ,, . 

— ——--- ;_ _ year on four platforms. Shown here * *Jr 

is its Neo incarnation, Tengai Si V /-* 

Beyond the Bevond “ PS Makyo Shinden. If the fates are kind I jff* 

1 l,,u 1 « we’ll have a review next issue. y / 1 ' 

I know we showed Beyond the Beyond last month, but we received :~7^z — ? ■ — 1 

shots of the overworld which is built entirely of texture-mapped and Gouraud shaded polygons. You still walk around in a 2-0 environment 
however, providing a Clockwork Knight-like effect. The battles are also entirely in 3-D, allowing for much joy-ridden polygonal special 
effects. In Beyond you play as Fynn, a young boy who befriends a small dragon named Steiner (ala Lunar) and sets off for adventure. Other 
party members include the warrior Samson, the wizard Edward, and a young priestess named Annie. Hey, it’s Sonic Team... (IVIakers of the 
‘Shining’ series of games on Genesis) so you KNOW it’s gonna be amazing! BTB is on track for a fall ‘95 release, and we’ll be here with a 
review as soon as the game’s available. 


'.tt-DtdoWC'P, 


Here’s a final look at the bliss that is G- 
Craft/Sony’s Arc the Lad before we review it 
next month. ATL comes out in Japan on June 
30fh, and I predict it to become the first game 
to cause true 32-bit mania in Japan... after all, 
it IS technically a game by Square, currently 
the most popular third party in the Land of the 
Rising Sun. ATL wifi be produced in two parts 
and the second volume is due out later this 
year. RPG fans, be sure not to miss our sure-to- 
be-joyous Arc review next month! 










Mansion of Innsmouth 


Two new Virtual Bov titles have been announced in Japan, I'Max's 
Mansion of Innsmouth and Atlus’ Jack Bros. Both are slated for release in 
late Fall. Innsmouth is a 3-D RPG with a password save, but little else in 
known. Jack Bros, stars a well-known character in Japan, Jack Frost 
from the Megami Tensei series of RPGs. This game, however, is an over¬ 
head, 60-stage action/shooting title. We ll have more on both games as 
information develops! 


Capcom’s Fall SFC lineup includes Final Fight 3, a 24-meg sequel Mario Mai 1 
featuring five playable characters including Cody, Haggar, Guy, and ,%L 

two new characters: Dean and Lucia. Mega Man X3 is... well... another Mega Man X. No enemies 
have been announced yet, but the game is 16-Meg and will probably utilize the Capcom Cx4 DSP 


1.1 Sim City 2000 • SFC • Simulation • imagineer • 5/26 
Sj Greatest Nine • Saturn • Sports • S ega • 5/26 
II Arcade Classics * SFC • Va riety * Nichibutsu * 5/26 
il Super R eat Ma h long PV^Satu r n • Etc. • Seta • 5/26 


1 PlayStatiion' 


Tensai Bakabon - General 
Entertainment - Saturn 
Darkseed - Gaga Entertainmc 

Kururin PA! - Sky Sink Syster 
- PlayStation 

Poopookoopoo - Agenda - 
PlayStation 


King’s Field II - From Sot 
- PlayStatiion 
Tengai Makyo Shinden - 
Hudson - Neo-Geo Cart 


Sotsugyo II Neo Generation - 
Riverhill Soft - Saturn 
Suiko Enbu - Data East - 
Saturn 

Lupin III - Mizuki - Saturn 
Magic Knight Rayearth - SegE 

Blazing Tornado - Human - 
Saturn 

World Advanced Strategy - 

Sega - Saturn 

Shining Wisdom - Sega - 


|S.) Super Bomberman 3 « SFC • Action«Hudson * 4/28 


ffTj Super Nazopuyo • SFC • Puzzle • Banpresto • 5/26 
ll) Tekken • Play Statiion ^Fighting«Namco * 3/31 
Saturn • Shooting • Konami 


Saturn 


Jly. 21 Riglord Saga - Sega - Saturn 

Jly. 28 J-League Winning Eleven - 
PlayStation - Konami 
World Heroes Perfect - ADK 


8.1 Gokujo Parodius Da!! • _ 

9.) Battle Monsters • Saturn • Fightiing • Naxat • 6/2 
10J Jumping Flash! • PlayStation • Actiion • So ny • 4/28 


Konami - Saturn 
Clockwork Knight Vol. 2 - Sega 
- Saturn 

D’s Diner - Acclaim Japan - 
Saturn 

NightStriker - Xing - PlayStation 
3x3 Eyes - Xing - PlayStation 
Tokimeki Memorial - Konami - 
PlayStation 

Philosoma - Sony - PlayStation 


PlayStatiion 

Ground Stroke - SPS - 

PlayStation 

Golf Database '95 - Seta - 
PlayStatiion 

Metamor Panic Doki Doki 
Yoma Hunters - Family Soft - 
PlayStation 

Hyper Formation Soccer - 
Human - PlayStation 
Zeitgeist - Taito - PlayStation 
Tengai Makyo Shinden - 
Hudson - Neo-Geo CD 
The King of Fighters ‘95 - SNK 

- Neo-Geo Cartridge 

Sonic Wiings 3 - Video System 

- Neo-Geo Cartridge 

Metal Slug - Nasuka - Neo-Geo 
Cartridge 


1. ) Virtua Fighter 2 * Saturn»Fighting * Sega • No Date 

2. ) Dragon Quest Vi«SFC * RPG»Enix * Fall 
iHokimM 

4J Secret of Mana 2 • SFC • Action RPG • Square • Sept. 

D DarkStalkers • P S * Fighting * C apcom • Summer 
6.} King of Fighters ‘95»Neo*Geo • Fighting * SNK * Oct. 

7.1 Arc the Lad • PS • RPG • Sony • June 30th 

1.1 Tact ics Og re * SFC •Simulation RPG* Quest * No Date 
9.) tokim eki Memorial»Sat. > Chick Simulation * Konami • No Date 

10.1 Gundam • PS • Shooting • Bandai * June 23rd _ 


Yumimimix Remix - Game Art 
Saturn 

X JAPAN - Sega - Saturn 
Kyutenkai - TecnoSoft - Satur 
Nekketsu Oyako - TecnoSoft 
Saturn 

Race Drivin' - Time Warner 
Interactive - Saturn 
Twinbee Puzzle Ball - Konam 
Saturn 

Rayman - UBI Soft - 










One of the greatest PC Engine games of all time was Right Stuff's Flash Hiders, a 
super-innovative CD that combined the fighting game with RPG and digital comic over¬ 
tones. Sadly, with the trusty and beloved PCE's popularity rapidly waning, I thought I’d 
never see a Flash Hiders sequel. Surprisingly, (and happily) one has arrived... albeil on 
the Super Famicom. Though renamed Battle Tycoon, this 24-meg cart is essentially 
Flash Hiders minus the story mode and four characters, but we were bestowed with 
three new lighters: Pachet Vane, a sword-wielding chick, Gaston Slade, a huge cyborg 
and Jail Lance, the lather of main character Bang. Other additions are new moves and 


the ability to perform guard reversals. 

In tycoon you have your choice of nine characters, (You can play as the boss by enter¬ 
ing X+fl" at the title screen) each with standard SFII-style moves. Each has his 
or her own background. There is one boss. Pretty darn standard-sounding, eh? Actually, 
this package-o'-power's similarities with the typical fighter end here. In the one-player 
Advance Mode you work your way up from street brawls to the illustrious Battle Tycoon 
tournament. Along the way, you gain experience points, raise levels, purchase different 
weapons or armor and can save your game at any time... all extremely cool (and rather 
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Welcome to another issue of Other 
Stuff, let's get right to it! 


This month we start off with more 
info on the Ultra 64 Mini Disk/Floppy 
drive. The first news is that the new 
peripheral will be released in either 
December of 96 or 1st quarter 97, 
with a pach-in for around $120 U.S. 
The Bulky Drive (that's a working 
title) will lit under the Ultra 64 and 
be about the same size. 

Here's some preliminary BD specs. 
According to sources at Nintendo, the 
BD is about 8 times taster than a CD- 
ROM drive. Since most Floppy games 
will require more than the 2 
megabytes housed in the Ultra, don't 
be surprised if the BD comes with an 
additional 2 to 4 MB ol RAM. The 
Floppy disks will be able to hold 
approximately 135 megabytes on one 
disk. Since the BD will use Floppy 
disks, all games on disk will be re¬ 
writeable. Imagine, you can save your 
game right onto the disk! 

Nintendo has already started nego¬ 
tiating with companies to develop for 
the Bulky Drive. Square and Enix have 
already signed on lor the new format, 
and hopefully members of the Dream 
Team (Rare, DMA etc.) will also sup¬ 
port the BD. Look for more info on the 
BD as it develops! P.S. — don’t be 
surprised if a combination Ultra 
64/Bulky Drive system appears a few 
months after the BD is released. 


While we re on the subject of Ultra 
64, here’s some hot info from Japan. 
Sometime between December 1st and 
15th ot this year, the Ultra Famicom 


will be available in Japan for 25,000 
Yen. The ofticial UF unveiling will be 
on November 24,25, and 26 in 
Makuhari Japan at the Shoshinkai 
show. 

Many high-powered Ultra Famicom 
games will be displayed at this cru¬ 
cial show. The first one will be Ultra 
Mario Bros, (title subject to change). 
This long-awaited 64-meg game will 
be released on the same day the Ultra 
comes out in Japan. Sources at 
Square say FF 7 might be released on 
the same day as the Ultra in Japan, 
but since the game is currently only 
50% complete, it could be delayed 
until February '96. Finally, there’s 
Zelda. Sources at Nintendo have told 
me there is a very good chance that 
Zelda might appear around the same 
time as he Ultra. 

Turning to the U.S., Nintendo has 
backed out of the Winter CES. where 
it had planned to unveil the American 
Ultra 64. Sony and Sega were not 
planning to attend, so Nintendo felt it 
would be wiser to cancel and focus 
all of its energies on E3 in May. 

You may be wondering how you’re 
going to check out the Ultra 64 if 
there's no Winter CES? Sources at 
Nintendo hinted that perhaps current 
Nintendo power subscribers would 
receive an Ultra 64 VHS tape (just like 
the DKC video) to make up for the CES 
cancellation. When the Ultra 64 does 
come out on April the pack-in game 
will probably be Ultra Mario Bros. 

On the U64 release date there will 
be between 10 and 15 Ultra games 
available including: Killer Instinct II: 
Heat Shade's Final Assault, Golden 
Eye, Zelda, Top Gun, Mortal Kombat III 
(enhanced version), Red Baron, 
Robotech, Cruis n' USA, Turolc The 
Dinosaur Hunter, Doom, Monster 
Dunk, Final Fantasy VII, FIFA 97, 

Mega Man, Paradigm's Flight 
Simulator, and Angel Studio's outra¬ 
geous driving game by Shigeru 
Miyamoto. One more thing: Acclaim 
reports they have recently purchased 
the rights for the Crow. Acclaim will 
be making The Crow exclusively for 
the Ultra 64. 


Here's some exclusive info you 
wont find anywhere else in the world. 
Williams/Bally/Midway, the creator of 


MK1 - 3, has been working for the 
past year or so on a new 3D fighting 
game for the arcade. War Gods is the 
name ol this real-time, 3D fighter 
which will be unveiled at this year's 
AMOA show in New Orleans this 
September. Not much is known about 
War Gods except that it will use the 
Ultra 64 hardware used in Killer 
Instinct and that the characters use 
weapons like in Samurai Shodown. 
War Gods will be released soon after 
the AMOA show. 


The PlayStation is still on schedule 
for a September 9th release. The PS 
will come packaged with one CD con¬ 
taining over 10 playable demo games. 
The games haven't been confirmed 
yet but there are a few possibilities: 
Tekken, Ridge Racer, Mortal Kombat 
III, Jumping Flash, TWisted Metal, and 
Wipeout. 


There are many Namco titles 
headed lor the PS in '95 and beyond. 
Tekken 2, (which will arcade release 
in July or August) is scheduled for 
home release in November. Tekken 2 
features new character renderings, 
new bosses, and new levels. Sources 
have told me that Tekken 2's graphics 
are as good as, or superior to Sega's 
Virtua Fighter 2 arcade game. 

Also in development is Namco’s 
sequel to Ridge Racer 2, called Rave 
Racer. The game has new features 
like variable terrain's, changing 
weather, and gigantic jumps. Besides 
that, Rave Racer will have five or 
more tracks, and of course two-piayer 
network action! The release date will 
be 3rd or 4th quarter this year, and 
chances are the PlayStation and 
arcade version will come out simul¬ 
taneously. 

Other games in development by 
Namco tor the PlayStation are Cyber 
Cycles, Alpine Racer, Ace Driver. 
Match Breakers, Outfoxies. and a 
compilation disk with all ol Namco's 
old classic arcade games like Galaga 
and Dig Dug, on one CD. 


One Capcom insider told us: "The 
future ol the company rides on it",..it 
could be the most important sequel ot 



all time. Where is it? Well, we can 
tell you Akira "Nin Nin" Nishitani, 
head designer of the original SFII and 
Champion Edition, is definitely work¬ 
ing on it...and it will arrive in arcades 
sometime in '96...and it will probably 
be on the all-new hardware, CPS III. 
Those are all the SF3 facts at this 
time. 


The Neo-Geo CD will be released in 
the US this Fall at a price of 399.99, 
including a pack in game. The pack 
in could be Samurai 2, but it is yet 
un-confirmed. Look for a wide variety 
of games to follow aimed at the home 
user. Two ol these are the amazing 
shooter-Pulstar, and the much, much, 
anticipated Samurai RPG. This fantas¬ 
tic RPG will capture the essence ot 
each warrior found in the fighting 
game. The next Neo fighter is a good, 
no, great one. Tengi-Makyo is coming 
home! The game features all of the 
characters from the popular series 
and looks amazing! You can get a 
glimpse at TM in Japan Now. There 
was no news at press time regarding 
Magician Lord 2, but I think it's a safe 
bet you'll be seeing it in the not to 
distant future. The American Neo-CD 
is double speed (the Japanese ver¬ 
sion was single) so you can look for¬ 
ward to less access time than you 
may have heard about or read else¬ 
where. We'll have a full report on 
upcoming titles, as well as some pre- 
views next month._ 


OUT PLAYIN’ AROUND... 



The day- June 17th, the event- 
Sega vs. Sony in a no holds 
barred Softball war. The action 
was intense as both sides bust¬ 
ed their behinds for bragging 
rights, but in the end, it was 
Sega-24 and Sony-20. Maybe 
Sony experienced some slow 
down, or perhaps Sega tainted 
the Gatorade. Either way, Sony 
wants revenge! Afterwards at 
the sports pub, (where Sega 
probably had hidden recorders 
everywhere) Sega's President 
Tom Kalinske bought everyone 
drinks. Was he trying to get 
Steve Race sideways for a 
possible interrogation? Only 
Columbo knows tor sure. 
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NEXT GENERATION 

VIDEO EiAME SYSTEMS 

Playstations, Saturns and More 

Now you can enjoy true arcade quality right in your 
own home. Experience mind-blowing 3-D graphics 
with CD quality sound, way beyond the limitations 
of your old 16-bit machines. 

Be guaranteed: 

Latest Releases 
Lowest Unbeatable Prices 
* Largest Selection From Around The World 


PlayStation 


Dark Stalkers Tekken Toh Shin Den 

Metal Jacket Cyberwar Dragon Ball Z 

Boxer's Road Bounty Arms Night Striker 

PS Action Replay Gundam Ace Combat 


^SEGA^ATURN 


Shinobi Virtual Hydlide Parodius Deluxe 

Battle Monsters Greatest Baseball Daedalus 

Pretty Fighter X Crystal Legend Astal Side Pocket 2 


Slam n Jam ‘95 
Doom 

Wing Commander 3 neo-geo® 
11th Hour 
Sailor Moon S 


Fatal Fury 3 
Samurai Shodown 2 
Galaxy Fight 
Funn Mokushiroku 
King of Fighters 2 


Saturns • Saturns • Saturns 

American or Japanese. Converted to play both American 
and import Saturn CD’s. PlayStation conversions 
coming soon. Call for details. 


★ * Mastercard and VISA accepted 

* ★ * 

UniversaliideO'Games 

Light Years Ahead Of The Competition With Dornn To Earth Prices 


Instant cash for select systems and games. 

★ We carry a complete line of games 

and accessories from around the world. 

Playstation, Saturn, NEO*GEO CD, 3D0, Jaguar, 
SFC, MD, PC Engine and more. 

Call for overnight delivery. 
Monday-Friday 11 am-8:00 pm EST 

919-872-2440 FAX 919-872-6701 

Dealer and Wholesale Inquiries Welcome. 

All rights reserved for all parties mentioned. We reserve the right to 
refuse any sale, trade or purchase. Games are subject to availability. 








































Leave il to Miyamoto to re-define the action platform genre once again. 
That's right. Think you've seen the best of the SNES?... think again. 
Although we are currently surrounded with major eye candy at every turn, 
there's just no substitute for good old fashioned gameplay, and Yoshi's 
Island is loaded with it! Even the mighty DKC gets a run for its money 
here, because once you flick the purple switch you are hooked! 

The story takes us back to Mario's birth. That’s right, when the game 


starts out he's just a naked little baby... with a hat. The stork accidentally 
drops this little bundle of joy. and guess where it lands. Right on Yoshi's 
head. Then and there a lifelong friendship is born as the two set out on 
their first quest. 

The first thing you’ll notice about Yoshi's Island is the amazing artwork. 
The entire game has a hand drawn look to it. It's unlike any game art I've 
ever seen... and I like it! While we re noticing things we may as well 


I TOLD YA! HE EATS 'EM, SWALLOWS 'EM, 
POOPS 'EM, THEN SHOOTS 'EM.' 
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enemy. This is how you activate hidden vines and such, take out larger 
enemies, and defeat the humongous bosses. The accompanying sound 
effects when Yoshi squirts one out had me rollin'. Besides this, the clas¬ 
sic Mario bounce attack, of course, comes in to play. 

The game itself is laid out like a dream. It’s packed with hidden areas, 
keys to find and high places to reach for miscellaneous munchies, one- 
ups, etc. There are scrolls galore, lighting effects, and crystal caves that 
will make stop and say, SNES! 


take note of the music, which is of course, superb. It's that classic Mario, 
except with even more energy and bassy overtones. 

So, how does Miyamoto go about once again captivating us like fixated 
drones you ask? One way is surely Yoshi’s classic new attack. We re all 
familiar with Yoshi's lashing tongue and hearty appetite. Well, Shigeru 
has taken advantage of these traits in a most peculiar way. Yoshi first 
captures and swallows his prey, and then... he poops 'em out. He can 
then activate a 180 degree rotating cursor, aim, and fire the egg at an 
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System w/ one game. 
Zero Divide. 

.$679.99 

.$104.99 

Bounty Arms. 

.$109.99 

Boxers’ Road. 

.$109.99 

Philosoma. 

.$109.99 

Dragon Ball Z. 

.$109.99 

Rayman. 

.$109.99 

Mobile SuitGundam.. 

.$109.99 


.$104.99 

Arc the Lad. 

.$109.99 

DarkStalkers. 

.$109.99 

Metal Jacket. 

.$109.00 

Ace Combat. 

.$109.99 

Goku Densetsu. 

.$109.99 

Night Striker.. 

.$104.99 

Ridge Racer. 

.$99.99 

Tekken. 

.$109.99 

Tohshinden. 

.$104.99 

Cybersled. 

.$99.99 

King’s Field 2. 

.$109.99 

Motor Toon Grand Prix.$99.99 

Gunner’s Heaven. 

.$104.99 

Jumping Flash. 

.$104.99 

Space Griffon VF9/Hamlet ..$104.99 


I# 


f £ - 

— S 

Shin Shinobi Den 

Parodius.$109.99 

Gran Chaser.$109.99 

Greatest Nine.$109.99 


Battle Monsters.$109.99 

Shin Shinobi Den.$109.99 

Blue Seed.$109.99 

Virtual Hydlide.$99.99 

flstal .$99.99 

Deadalus.$104.99 

Daytona USA.$99.99 

Virtua Fighter..$99.99 

Panzer Dragoon.$99.99 

Gale Racer.$99.99 

Victory Goal.$104.99 

Tama.$99.99 

Pretty Fighter X.$104.99 

Riglord Saga (RPG).$109.99 

Dark Seed (Text/Adv).$109.99 

Raytorce (Shooter).$104.99 

Virtua Fighter Re-Mix.$104.99 


St 5? 

Granchaser 

System w/Virtua Fighter.$399.99 


-M 


BladeForce . 

.$59.99 

Space Hulk. 

.$59.99 

Killing Time. 

.$59.99 


Light Crusader .$99.99 

Alien Soldier.$89.99 

Rockman the Wiley Wars.$89.99 

Yu Yu Hakusho.$89.99 

Pulseman.$99.99 

Dragon Ball Z.$99.99 



Crime Crackers.$104.99 

Twin Goddesses.$109.99 

Konami Baseball.$104.99 

StarBlade...$104.99 


Clockwork Knight. 

Panzer Dragoon. 

Daytona USjyfc. 

Bug!. Wm. . 

Pebble Beach Golf. 

Ghen War.. 

.$39.99 

.$57.99 

.$57.99 

.$39.99 

..$49.99 

.Call 

'■m 

Jaguar CD ROM 

Battlemorph CD . 

RIiip 1 ifjhtnimj nn 

pall 

Black Fire. 

.Call 

Ultra l/nrtpy 

pall 

Congo the Movie. 

.Call 

Pinball FrWlftSiPS 

$59 99 

Gran Chaser.. 

.Call 

White Men Can’t Jump 

$59 99 

Mortal Kombat 2. 

.Call 

Defender 2000 . 

.$59.99 


Sailor Moon S (Import).$119.99 

Yu Yu Hakusho (Import).$119.99 

Iron Angel of the Apocalypse. $49.99 

Slam ‘N’ Jam.$57.99 

Gex.$49.99 

Daedalus Encounter..$59.99 

Doom.$57.99 

PO’ed.$57.99 

Tetsujin Returns (Import).... $119.99 

Brain Dead 13.$57.99 


Highlander CD.$59.99 

Virtual Reality.Call 

Fight for Life.$59.99 

Zaxxon’s Motherbase 2000....call 

JetSki Rage.call 

Shadow Squadron.call 

Kolibri...call 

V.R Troopers.*.call 

Spiderman: Web of Fire.call 


810065-2599 
































































































Fatal Fury 3. 

.$129.99 

Savage Reign. 

Double Dragon. 

Crossed Swords 2. 

.$119.99 

.$109.99 

.$109.99 

Sengoku 2 . 

.$109.99 

Puzzle Bobble . 

Sonic Wings 3. 

.$99.99 

.$109.99 

Pulstar.. 

.call 



Fatal Fury 3.$239.99 

Super Sidekicks 3.$239.99 

Galaxy Fight.$234.99 

Savage Reign.$239.99 

World Heros Perfect.$239.99 

King Of Fighters 95.$239.99 

Far East Of Eden Fighting.Call 



Bounty Sword 


Ask About Our 


Used Titles! 


Bounty Sword.$119.99 

Mystic Arc (32m).$129.99 

Front Mission .$129.99 

Chrono . Trigger .:.$129.99 

G-Gundam ..t. $124.99 

Goemon 3 »... { ....$119.99 

Battle Tycoon .$119.99 

Elfaria 2 .$129.99 

Rockman 7 .$119.99 

Captain Commando .$99.99 

Lady Stalker ..-..$129.99 

Nosferatu ...,.$109.99 

Yu Yu Hakusho Final .$119.99 


New Jpn Pro WrestlingJVIatch 7 ..$124.99 


Return to Zork - PC FI 


Snatcher Battle.$49.99 

Galaxy Fight.$49.99 

Panzer Dragoon.$49.99 


Donkey Kong Arranged. 

..$49.99 

StarFox. 

. $49.99 

Super SFII Movie Vol. 1. 

. $49.99 


..$49.99 


..$49.99 


..$49.99 

Akira Symphnnin 

..$54.99 

Chrono Trigger. 

..$69.99 

Dracula X DBL. 

. $69.99 

Feda. 

..$49.99 

Y’s Symphony ‘95 

..$54.99 

Final Fantasy II Celtic Moon 

..$49.99 


' j W 'ft 

! ti 


Lunatic Dawn.Call 

Louga 2.$109.99 

Gulliver Boy.$109.99 

Xanadu 2.$109.99 

Dracula X.$99.99 

Flash Hiders.$99.99 

Y’S IV.$99.99 

Tenchi Muyo.$99.99 

Private Idol.$99.99 


Kishin Heidan 1-3 (Dub)...ea.$34.99 

Roots Search.$32.99 

Blue Seed (VHS) Import.$99.99 

DNA 2 (VHS) Import.$109.99 

Street Fighter The History 

(VHS) Import.call 

Record of Lodoss War 

Vol. 1 (Subtitled).$34.99 

Record of Lodoss War 

Vol. 2 (Subtitled).$34.99 

Fatal Fury 1&2 (Subtitled)....$29.99 

Kishin Corps (1-3).$39.99 

Armitage 

Vol.1 Suh, Dubbed).$39.99 

Armitage 

Vol. 2 (Sub, Dubbed).$39.99 

Armitage 

Vol. 3 (Sub, Dubbed).$39.99 

Samurai Shodown Movie 

(Sub, Dubbed).$39.99 

Silent Moebius (Subtitled) ...$39.99 

Genocyber (Subtitled).$39.99 

Venus Wars (Dubbed).$34.99 

Heroic Legend Of Arislan 

1-5 (Dubbed).ea. $39.99 

Akai Hayate Vol. 1 .Call 

Gal Force Earth Cbapt. 3.Call 

La Blue Girl.Call 

Tenchi Muyo Vol. 10 & 11 
(Sub, Dubbed).Call 


Final Fantasy III Grand Finale.$49.9 


Sega Saturn Mag.$18.00 

Sega Saturn Fan.$18.00 

The PlayStation Mag.$18.00 

Hyper PlayStation Mag.$18.00 

Famitsu (Covers all systems).$10.00 

Gamest (Arcade mag).$18.00 

Hobby Japan (Models).$18.00 

NewType (Animation).$18.00 



8181 
869 


8*2599 

OR FAX YOUR WIDER: 

818 - 865-2595 

INCLUDE YOUR PHONE# 
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WELCOME 


WE WANT 
YOUR USED 
GAMES & 
SYSTEMS!! 


CHECK OUT OUR WEB SIGHT: 


S iiMim# Tur nroTi 

imru iiiliiloi! 



























































































: £k& 

■it „ 

4 «' 

"'■■ i ■'■h _" ■3g*7^i y , ja 39Sy^3I3KL 

Dear Postmeister, £ 

I have never written to you before but I’m very 
concerned about my NEO-GEO CD (front loader), ft 
If you look at the Saturn and PlayStation, they /, 
make SNK look like they are doing nothing for {. 
my NEO-CD. Do you really think that SNK will c 
hang with the big S’s. Sega and Sony? I hope K 
and nray so, because I really like my NEO-CD. I “ 
would like more action-adventure games, dri- 6 
vino games, strategy games, shooters, etc... I " 
will be one happy gamer if I see all of these. So « 

fill me in. g 


flinched al 16bit scaling at its finest. Didn’t 
ij Sega-CD perform well enough to warrant 

' ’ v. i ■mi ' ijki 1 ( something other than those hackneyed FMV 
' ; * lT - id ft games that entertain an audience smaller than 

Sega’s purported “RPG fans”? I see they still 
have a few more token offerings, AND THEY’RE 
V STILL INSISTING OF FMV!! 

3 * v Honestly, Jason Yanuzzi’s letter was a com- 

r •v’-vny/" bination of my dreams, rays of hope and per- 

4' [, < i haps the subliminal message 32x advertising 

• ■ V r • kindled. I’m not excited by Corpse Killer (no 

iWSfc x Fahrenheit isn’t escapist fantasy enough and 

Scotty Pippen doesn’t need to give me grief, 
. I’ve got enough of my own seeing my 16bit CD 

v -- v morph into a gramophone. The system’s days 

were limited enough last Christmas, now I’ve 
Dear Andy, waited a groin’kickin’ eternity for Eternal 

They should call you the questionmeister! OK Champions CD. Is any Sega-Cd fan to blame for 

here goes. Yes, EA is developing U64 titles. FIFA wanting to boycott Saturn? (I know, I know, poor 

is underway and more EA Sports games are to diluted child, administer the Bat anti-toxin). 

follow! The CPU mentioned in Other Stuff is the Postmeister, I know you’ve seen the Neptune 
SA1. This new processor is housed inside up close, does it even have a CD-ROM port? If it 

selected Game Pak’s and boosts the SNES’s does, cool! There’s hope for the CD after all the 

CPU performance by 500%. The first game to 32x cartridge fever dies. Thanks, hope your truck 

use it will be Square’s Secret ofMana 2. It works never gets car-jacked, they’ll suffer your wrath. 

directly with the main CPU providing better 
graphics, and processing speed. The SNES is as Sam Torres 
alive and kickin’as ever. Wait til’you see where VA Beach, VA 
it’s going. I think Nintendo is going to shock 




Dear E.D.F., 

I’ve got some good news for you my friend! We 
recently had the U.S. PR Director from SNK here 
in our offices where they informed us that not 
only will the double speed CD-ROM be available 
for $399.99 with a pack in this fall, but also that 
there are forty developers working on Geo CD 
titles! That’s not counting their in house devel¬ 
opment such as Alpha Denshi, ADK, etc. Among 
these games are shooters, action games, and 
RPGs fyes, RPGs)! There are many games cur¬ 
rently in development for the home console to 
start getting excited about. Two of these, 
(Pulstar and The Samurai Shodown RPG) really 
have me excited... which is dangerous. Pulstar 
looks unbelievable! It's like R-Type on steroids. 
The Samurai RPG speaks for itself. The design¬ 
ers have taken great care in preserving the per¬ 
sonality traits of each character. Can you imag¬ 
ine! Now that SNK has a focus on the home con¬ 
sumer we’ll start seeing a wide variety of 
names. So, to answer your question; yes, I do 
believe the Neo Geo can compete, and compete 
well. When Magician Lord 2 comes out, The 
Postmeister wilt write his first review! 


The Post-est with the Most-est, 

First, pleeeaaase print more letters! This is a 
great source ot info and the section only seems 
to be getting smaller. Second, a barrage of 
questions! Will EA be developing for the 1164? 

S ine a 64bit Madden, NHL and NBA Live!) A 
3 of months ago in Other Stuff, a 32bit co¬ 
processor chip was mentioned for the SNES; 
have any games been announced? Will this be 
32x-esque, as far as increasing the system’s 
capabilities? Is ID Software developing for any 
of the new platforms? Are Descent or Heretic, or 
any other great PC games be ported over? When 
wifi I be anle to see a Virtual Boy first-hand? (I 
don’t care how negative other magazines are 
about it, it sounds cool to me! And how respon¬ 
sible is that anyway, to trash something based 
on unfinished software months before it is even 
released?) Is Sega working on a portable? does 
anyone else hate Atari because of the 
Lynx/Doorstop, like me? And is “Lynx” now pro¬ 
nounced “Jaguar”? Why do game companies 
make their Japanese and US. consoles incom¬ 
patible? That sucks! Any word of an Ultra version 
of Ken Griffey Jr.? You guys rule! 

Andy L. 

No. Hollywood, CA 


everyone in the year ahead. Descent is 
PlayStation and Saturn bound, but there’s no 
word yet on a U64 version. Each multi platform 
game that ends up on the U64 will have features 
the others don’t. So if it does make it, expect it 
to be the best version available. You can see the 
VB first hand in July if you are willing to buy the 
import, otherwise you’ll have to wait until 
August. You’ll be amazed, trust me. Sega’s new 
portable, Neptune, comes out in January. Why 
companies make systems non compatible has 
always mystified me. Only the the most 
demanding enthusiast is willing to shell out the 
big dough for an import, so I can t see it hinder¬ 
ing sales. Those people are going to find a way 
somehow, so why not just make it easy? 
Nintendo always has and it’s had no adverse 
affects on them. If anything it helps get players 
through dry spells in the U.S. It also allows 
users to play RPGs and the like that will never 
come out here. Hey, the converter people are 
happy! There is no sight of Ken Griffey for the 
U64. And finally, I still play my Lynx now and 
then. While I don’t like the way Atari handled it, 
I still think it was great hardware. I have no 
comment on the Jag. Let’s just wait and see. 
The potential is once again there, we all know 
that. Hey! I answered ’em all! Not bad eh? 

Dear Post-genius, 

Are we GameFan readers the cream of the crop 
of what? Not only are we intelligent enough to 
know the best source for information, but we 
also write to the thinking man’s forum for inten¬ 
sive video-game stimulus (or clinically insane). 
Your column has never failed to provide me with 
well-needed chuckles and some relished wis¬ 
dom no game quack could ever offer. You truly 
deserve a larger soap-box (no Rush Limpjaw 
crap, though). Lately, I’ve gotten the impres¬ 
sion 16bit can’t hang and all this 3-D* 32bit stuff 
is seriously going “expand my mind, horizons”. 
Well, I didn’t just jump on to gaming at the 
Donkey Kong Country juncture and when I last 
checked, the enthusiast console I purchased, 
Sega-CD wasn’t a freakin’ garage sale item. You 
guys (GameFan, that is) are in a position to see 
where the industry is really heading and shed 
light on the games that really show potential. 
I’ve seen proof, Batman Returns for Sega-CD 
was incredible and no other magazine even 


Dear Sam, 

Our readers are indeed intelligent individuals. 
The letters I get astonish me. So much analysis 
going on out there! I think 16-bit will hang in for 
awhile, with the inception of Sega’s Nomad 
(look for the new 16-bit hand-held to receive the 
same support the GG has) and Nintendo’s SA1 
chip. The Sega CD however, is ready for its epi¬ 
taph. I think it should read “here lies the Sega 
CD, it was killed by FMV’’. Indeed Sega killed 
their own machine by producing game after 
grainy game. Industry people must think that I 
make up this column. I know they read it but 
they never take it seriously. I don’t get down on 
something (as I did on FMV games) unless a 
whole lot of you write in about it. I’ll bet I got 
1000 letters against FMV and less than 10 for it, 
all from CD users. The Sega CD was headed in 
the right direction back in the days of Batman 
Returns and Silpheed, but for some reason, I 
guess, Sega thought mainly couch potatoes 
bought Sega CDs and started making interactive 
software that wouldn’t tax their slow reflexes. 
What’s even sadder is all the FMV already being 
dumped on the poor 32X. Sega should worry 
about porting Galaxy Fnrce, Outrunners and 
Power Drift. Those games would surely provide 
the 32X a major boost. I hope Sega hears our 
pleas this time and finally gives up on this obvi¬ 
ously small niche genre. Finally, the Neptune, 
I’m afraid, has been canceled. At least for now. 
32X sales just aren’t high enough to warrant 
new hardware. According to you guys this is due 
mainly to the lack of arcade ports you expected 
when you bought 32Xs. In talking to Sega I feel 
confident that help is on the way. I’ll tell you one 
thing, you won’t see any FMV on the Saturn! 
Early indications show that Saturn nwners are 
happy campers! Terry says thanks for the com¬ 
pliment. He truly is a great artist! 

P. S. The guy that wrote Corpse Killer is not an in 
house writer. If he was I’da ’ maced him by now. 


Dear Postmeister, 

Just sitting here listening to Dream Theater on 
my PC, wondering about our new 32 and 64bit 
systems. My current hardware consists of a 
3D0 and a newly acquired SEGA SATURN, the 
latter having some awesome first generation 
software!! I know by the time you read this you 



will have been to E3, and currently Sega is 
“ramping up” to a full blown Sept, release date, 
with Sony PlayStation becoming available Sept. 
9th, and Nintendo’s U64 April1996.1 have sever¬ 
al questions: First, is there any chance the 
PlayStation may be released before Sept.? Also, 
why is the U64 not going to be released for 
another year? The hardware is complete, but 
once again they are postponing, this is going to 
cost Nintendo big time -why?? I was also won¬ 
dering if you know when the M2 will be available 
and how much it will cost, and is anyone work¬ 
ing on any software for it yet? 

I think dedicated gamers will own more than 
one next generation machine-and not any one 
system will dominate, software will then be 
available across several platforms in order for 
game makers to yield maximum profit. This will 
be good for those who can’t afford more than one 
system. 

Will Sega be able to improve their second gen¬ 
eration of software (such as pop-up in Daytona, 
and fading characters in Virtua Fighters) or is 
the Saturn not capable of truly bringing the 
arcade experience home? And last (I know-l’ve 
got too many questions) will the Japanese CD’s 
for the SATURN and PLAYSTATION work on the 
US versions? P.S. Try listening to Tony 
Macalpine, Eric Johnson or Vinnie Moore. 

Jeff Baghepour 
Munster, IN 


Dear Jeff, 

I like your viewpoint and happen to agree. I 
think five or more platforms can and will exist in 
harmony. Some people like the whole Sega 
thing, and some Nintendo. Each company, 
through marketing and original characters, cre¬ 


ates its own persona. There are always going to 
be Neo Geo, and 3D0 loyalists as well. And I 
still get a ton of Jag mail. Those systems have 
distinctive feels to them, especially the Neo 
Geo. Nothing looks like a Neo Geo game. The 
Neo-CD is an arcade in a box. Not many of our 
readers own 3 or more consoles already! Game 
consoles are now adult toys. All men have a lit¬ 
tle kid in 'em (except Al Gore) and now there’s 
finally a reason to bring him out. 

The PS will not come out early. September 9th 
is the day. And what a glorious day that will be 
for those who have not yet experienced its 3D 
powers. Motor Toon, ESPN Extreme, and 
Jumping Flash (to name just a few) will astound 
the masses! I do not agree however, about 
NOA. Nintendo will not feel any effects by choos¬ 
ing April for their U64 launch. It gives them a 
chance to flex their 16-bit and I /B muscle, and 
then have more titles at U64 launch time. Take 
my word for it. When you see the U64 running, 
you will buy one. Everyone will. Mario and 
Zelda in SGI, oh ya’ gamers can resist that. It’s 
$250 with a pack in, come on. The M2 will also 
astonish. I guess the price and compatibility 
will be the key factors there. The M2 will most 
likely make it out around the same time as the 
U64. As for the Saturn, Sega of Japan has 
already developed a new operating system that 
helps make better use of the system’s 3D capa¬ 
bilities. You’ll see this first hand in VF2, and 
Virtua Cop, which looks nearly identical to the 
coin-op. And finally, no, unfortunately neither 
the U.S. Saturn or PlayStation are compatible 
with their import counterparts. You can bet that 
many an entrepreneur is working on a converter. 
Dream Theater truly is a great band. Check out 
Belly’s new CD, ‘King’, if you get a chance. 


Now it’s time for 
this month’s side notes. 


Chris Clark-The PC/FX is truly a cool system that 
will never come to the U.S. Power is coming. 
We’ll have it for you next month. SyBorg-l 
believe you misunderstood. WE did not say the 
Ultra’s a 1000, someone at Nintendo did. His 
analogy was based on HIS opinion looking at all 
3 side by side. Right now all we can go on is 
what we hear from our sources regarding the 
U64. We just feel by telling you guys everything 
and letting you sift through it, you’re better 
served. I do admit however that our Nintendo 
contingent does go overboard once in awhile. 
They’re just excited. Steve (the nose) Derby-We 
love the 3D0, and are their biggest supporters, 
(count the pages over the last yr. vs. any mag), 
the reason for less coverage has been fewer 
games, that we think warrant purchase. Next 
month things will start to heat up again. Nick 
may not fancy it, but you don’t know Nick. He 
may as well be Japanese. Oh, the games you 
mentioned... please. Slayer, Theme Park? I 
don’t think so. Ray Martinez-Dude! How can I 
print that? It’s a mile long, and it bags heavy on 
the other mags. I will give your suggestion some 
serious thought. F.M.E.- The Saturn RPG picture 
is grim, but I’m on it. We’ll interview someone 
who can help next month. To everybody, Terry 
got squeezed out when Yoshi arrived but The 
Wall will be back next month! 

Thank You Everybody! See you all next month! 
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What do you want from your 
game dealer? You want a n^spaTiL 
wide selection. You wont fast Donkey Kong Country 
. .. . , Earthworm Jim 

delivery. And you wont ek 0 squad 
friendly people who know Sffi jf 1 
games. That’s why 
Gameware Express is here. 
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VISIT THE DIEHARD GAMERS 
CLUB STORE NEAR YOU! 

ALL LOCATIONS OPEN 7 DAYS A WEEK 


Trade In Your Games And 
Systems Toward The New 
32-Bit Systems 
Everybody's Talking About 
Or Receive Sameday Cash! 


948 W. Dundee Rd. 

Arlington Hts., IL 60004 9105 l\lo. Division 

(708) 253-GAME Spokane, WA 99218 

_ (509) 468-4246 

343 Coliseum Ave. 

Nashua, NH 03063 , sno D , ,, 

ifirm RHi-MfM 1508 Northern Blvd. 

(603) 881 8884 Manhasset, NY "Come In 

3035 Walton Blvd. flnd See Todd, John, Adam 

Auburn Hills, Ml 48326 flnd Eric 0n Lon 9 lsland " 

(810) 340-8808 (516) 627-6200 

8356 Mills Dr. 721 Central Expressway 

Town & Country Center Plano, TX 75075 
Miami, FL 33183 (214)422-5567 

(305)271-7197 


/ TRY \ 
[BEFORE! 
I YOU / 

Vbuyl/ 


COMING SOON: 

El Paso, TX open 7/95 Chattanooga, TN 
Austin, TX Open 7/95 1H Mn 

n iI T „ „ • Springfield, MO 

Dallas, TX Open 7/95 

St Louis, MO Open 7/95 Wasl ™«“"’ 

New Orleans, LA Tacoma, UVA 



WHAT YOU WANT... WHEN YOU WANT IT... WHILE IT’S HOT! 
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ENTER ME TODAY, HERE'S MY ENTRY FEE: 

□ ($3.00) Computer Contest 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


WORD LIST and LETTER CODE chart 

POWER ,...N PRESS.K BLAST.A WRECK.P 

BREAK.Z PUNCH.S SPRAY.E TURBO.V 

STOMP.T STAND.H PRESS.C DREAM.I 

CRUSH.O SCORE.R SLANT.L CHASE.P 


You have the POWER. In this contest you don't rely on the luck-of-the Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
draw. You determine if you win or not. You win by outscoring others in a game of 130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown, 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, Win DBS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 
but its only the start. Each of five more puzzles gets a little harder. But this time it's We’re talkin' GAMING H E AV E N ! 

all up to you. Stay in to the end with the highest score and the gear is yours. n ;.. nnt ;„.. r c -,. • . r ■. aornce th „, .„„h 

With whatever options you want. Do you have what it takes? Then play to win! “SS Wold down 

Computer Contest. Win a blazing fast Compudyne with Pentium 90 , n me There wi || be four more puzzies a , $ 2.00 each and one tie- 

processor, 8 meg. ram, 845 meg. hard drive, CD-ROM, modem and more. breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 

Video Game Contest. Play on the hi-tech cutting edge with this line-up: each puzzle. We don't know how many will play but typically 61% will have the 
Super NES; Sega Genesis with CD-ROM and 32X. Panasonic 3D0; and Atari Jaguar, highest score possible score to Phase 1,43% to Phase II, 36% to Phase 111, and 32% 
Get all four or trade the ones you don't want for CASH! Bonus options include: to Phase IV. The tie breaker determines the winner. If players are still tied they will 

Sony Play Station, 33 inch monitor, $1,000 in games, cash, accessories and more! each receive the grand prize they are playing for. 


Mystery 
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Grid 























































Sergei Fedorov Marty McSorley 

. \ N H L P A PLAYERS (OVER 6 0 0 ) || 


GREAT 


Over 600 NHLPfl players 
and their stats. 


Two gamepiay modes: 
Ircade and Simulation 


Available 


Instant “Just Play” option 


for SEGA 


Battery backup saves your 
season and tournament stats 


og 


Coming soon for Super NES " Atari® Jaguar,™& PC-CD 

See your local Retailer for details 
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